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Kung Fu Panda ® & © 2008 DreamWorks Animation LLC, All Rights Reserved. 
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6 January Animation Planner ... 
Books We Love ... Betty Boop 
comes to Broadway ... Another 
hot new animated movie from 
France. 


Games 

10 Santa to the Rescue for the 
Game Biz. Big titles break in time 
for the holiday shopping season. 
[oy Ryan Ball] 


Features 

12 Lightning in a Bottle. Energetic, 
sharp and great-looking, Bolt 
barks in a new era for Walt Disney 
Feature Animation. [by Ryan Ball] 
16 A Fairy Tale Ending for 
Despereaux? Despite a rocky 
production history, Kate 
DiCamillo’s award-winning tale 
becomes a subtly acted and 
animated holiday feature. [by 
Barbara Robertson] 

20 Missing Lynx Spotted in Spain. 
Produced by Antonio Banderas, a 
new Spanish CG-animated 
feature showcases the country’s 
native animals and natural 
environment. [by Ramin Zahed] 
22 Delgo Sees the Light. Many 
years in the works, Marc Adler’s 
labor of love Delgo hits the big 


screen this month. [by Mercedes 
Milligan] 

24 If Toons Invaded the Other 
Categories. We imagine an ideal 
world in which animated projects 
are recognized in all the live- 
action categories. [by Ramin 
Zahed] 


imome entertainment 
28 Ho, Ho, Holy Moly! Stuff your 
stockings with the latest DVD and 
Blu-ray releases. [by Mercedes 
Milligan] 

29 The Samurai Critic’s Best of ‘08. 
Nine DVD and Blu-ray gift ideas 
for anime fans. [by Charles 
Solomon] 


Holiday Gift Guide 


31 Animation Lovers’ Holiday Gift 
Guide. We browsed the toy stores, 
the book shops and our fave 
websites to make your holiday 
shopping a bit less stressful! 


Special Focus 

34 Companies, Characters and 
Creativity Benchmarks. A few of 
our fave toon-related 
anniversaries of 2009. [by 
Mercedes Milligan] 

42 From Dragon Ball Z to Eternity. 
At 15, FUNimation takes the anime 


revolution to new platforms. [by 
Ramin Zahed] 

44 A Double Milestone for 
Antonucci and the Eds! We spend 
a few minutes with the talented 
creator of Ed, Edd n Eddy. 

46 Bardel: Two Decades of Indie 
Innovations. The indie Vancouver- 
based studio continues to expand 
in new directions. 

50 Animag’s Mentor of the Year. 
An interview with the much- 
admired CEO of Toon Boom, Joan 
Vogelsang. 

52 Animag’s European Producer 
of the Year. Magma founder 
Raloh Christians discusses his multi- 
faceted animation career. 


55 Drinky Crow Spreads Its Wings. 
How Tony Millionaire’s graphic 
comic about a drunk bird and his 
sexed-up monkey pal inspired a 
great new toon. [by Ramin Zahed] 
58 Animating a Poetic Vision. A 
new adaptation of Dylan 
Thomas's A Child's Christmas in 
Wales is an early holiday gift for 
traditional animation lovers. [by 
Ramin Zahed] 

59 Meet Disney’s New Chow 
Hound! Move over, Chef Ramsey: 
There's a new top dog in town 





and his name Is ZeFronk! [by 
Ramin Zahed] 

60 Padded Cel. Our wiity 
columnist says good riddance to 
2008. [by Robby London] 


60 Crafting a Sphere for Klaatu 
(Version 2.0). Jeffrey Okun 
discusses the philosophy behind 
the alien spaceship in the remake 
of The Day the Earth Stood Still. 
[by Ron Magid] 

66 Tech Reviews. Splutterfish’s 
Brazil V.2, Autodesk Mudbox 2009, 
Toon Boom’'s Animate. [by Todd 
Sheridan Perry] 


Opportunities 

68 Shaping a New Generation of 
Artists. Classic stop-motion 
traditions thrive at CalArts’ 
Experimental Animation Program. 
[boy Ellen Wolff] 

72 A Day in the Life. Creator Craig 
McCracken celebrates the 10th 
anniversary of The Powerpuff Girls. 


Co-directed 
by Byron Howard and Chris 
Williams, Disney’s 3-D feature 
Bolt signals a new era for the 
animation studio. 
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5 we were getting ready to push this final issue of the year out of 

the gates this month, there seemed to be a flurry of news on the 
3-D front. Not only did this month's cover story, Disney's great-looking 
Bolt, begin to build its holiday-season momentum, we got word 
that the Mouse House is investing more in this brave, new immersive 
frontier. 

The studio is preparing a digital 3-D version of the acclaimed 
2001 feature Beauty and the Beast for a 2010 re-release. The talented 
team of producer Don Hahn and co-directors Kirk Wise and Gary Trousdale will be 
overseeing the 3-D transformation. According to the filmmakers, the plan is to go back 
to the original animation files and use the separate background, effects and character 
animation elements to create an enjoyable 3-D experience. Pixar's Toy Story and Toy 
Story 2 will also be ready for their 3-D 
close-up in the next couple of years. 

This means Mickey’s studio will be truly 
riding the 3-D wave in the near future as 
Pixar's Up, Jonas Brothers’ 3-D Concert 
Movie, Jerry Bruckheimer’s G-Force and 
Robert Zemeckis’ A Christmas Carol are 
slated for 2009, while Tim Burton’s Alice in 
Wonderland, Toy Story 3, Rapunzel and 
Step Up 3-D will debut in 2010. The studio 
also announced a major five-year deal 
with IMAX to release its movies on the very big screen. 

All of this is fantastic news for those of us who like their animated experience fully 
immersive and on a grand scale. However, | have fo tell you what | heard after we'd 
just enjoyed a 3-D screening of Bolf. The 
little boy sitting next to me was fotally 
captivated by the movie—and like most 
members of the audience, couldn't 
get enough of the brave superstar dog 
and his hilarious traveling Companions. 
After the film was over, he grabbed his 
mom and said, “Wow. That was totally 
awesome! But, you know what? After a 
while, | forgot that it was like 3-D! Except 
for the part where the hamster was 
coming right at you.” 

That's the great thing about good storytelling and memorable characters. When 
a movie is really working its magic, we do forget about the razzle-dazzle of new 
technologies and all the latest immersive illusions and only care about the heart and 
soul of the story. 

Since this is our official holiday season issue, | would also like to take this opportunity 
to thank you, our loyal readers, for continuing your support of this publication. Your 
thoughtful feedback and helpful e-mails mean a lot to all of us here at Animag. In 
the words of Bolt’s Rhino, | wish you all a “fully 
awesome” holiday season and a fantastic 


new year. WH 


Ramin Zahed 
Editor-in-Chief 
rmahed@animationmagazine.net 
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Beauty and the Beast 


1 Quote of the Month ] 


“Except for the sexy/creepy part ... 21st century 


Tinker Bell is a chubby-cheeked, slightly infantilized 

adolescent with the body of a grown woman. She 

also sports the skimpiest dress in the movie. Disney's 

non-Pixar CGI films still render humanoids as plastic 
mannequins, so the whole affair has the feel of a conspicuously 
arousing episode of Jimmy Neutron.” 


—Sam McPheeters writing about the new CG-animated Tinker Bell in The Village Voice 
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January 














6 lf Santa gave you some cool 
cash during the holidays, there’s 
a nice selection of new animated 
DVDs arriving in stores today. 
some hot titles include Frisky 
Dingo: Season Two, Heathcliff. 
Unleashed!, Duckman: Seasons 
Three & Four, Ni Hao Kai-Lan: 
Celebrate With Kai-Lan and 
Transformers Animated: Season 
Two. 


5-8 Hong Kong hosts the 


largely attended Toys & Games 
Fair this week (hktoyfair. 
hktdc.com), which includes 

a seminar on the latest toy 
Safety directives. 
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13 The beginning of the year 
DVD release-fest continues with 
Ben 10 Alien Force: Season One, 
Vol. 2. Alvin and The Chipmunks: 
The Chipettes 
and the re- 
“released A 
= Chipmunk 
Valentine. 
Ricky Sprocket: 
Showbiz Boy and Voltron, Vol. 7. 


19-21 Learn all about 20 Craig McCracken’s cute 


the ins and outs of marketing _little crime-fighters deliver the 
children-driven properties at the goods in 

Kids Marketing Mega Event in he Powerpuff Girls: The 
Naples, FL (www.iirusa.com/ Complete Series—10th 






















kids). Anniversary 
Collection DVD 
NE = set. Also out 
Kids 


today is Animalia: 


ft ket iz 
marketing Bs irs 


26-29 Chuck Lorre, 


Tyler Perry, Anne Sweeny and 

Ben Silverman are honored at 
this year’s NATPE, the busy TV 
market held at the Las Vegas 
Mandalay Bay resort this week & 
(www.natpemarket.com). 
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19-29 


J 2 Decisions, decisions 





8-11 Check out the latest 


gizmos and tech tools at the 
Consumer Electronics Show 

in Las Vegas. Disney-ABC TV’s 
president Anne Sweeney and 
Activision CEO Michael Griffith are 
scheduled to speak (www.cesweb. 
org). New this year is Hubbub, 

a global animation festival held 
at the Vegas’ Palm Resort in 

| conjunction with CES. 














16 Supernatural’s Jensen 
wa Ackles makes the leap to the 
big screen in the My Bloody 
Valentine 3-D thriller. 


Check out the 
first big animation newsmakers 
of the year at the Sundance 
Film Festival in Park City, Utah. 
(festival.sundance.org/2009). 
You can also catch a collection of 
cool toons at this year's edition 

; ay of Slamdance 
aes Festival (www. 
slamdance.com). 











SLAMOUNCE 





23 Opening today in theaters is 
the fantasy /nkheart, based on the 
popular book by Cornelia Funke. The 
lavish feature stars Brendan Fraser, 
Andy Serkis and Eliza Bennett and is 
directed by lain Softley. 

You can also sink your fangs in the 
new epic Underworld: Rise of the 
Lycans, starring Michael Sheen, 
Rhona Mitra and Bill Nighy. 





... t00 many new animated 
DVD titles arrive today, 

but here are five top picks: 
Open Season 2, SpongeBob 
SquarePants: Spongicus: 
Scooby-Doo Where Are You! — 
Season One, Vol. 1. Pink 
Panther and Friends: Classic 
Cartoon Collection and The 
All-New Superfriends Hour: 





_ Season One, Vol. 2. 











9 Directed by David S. Goyer, 
the horror movie The Unborn, 
Starring Odette Yustman and 
Gary Oldman, offers some 
winter chills. Also 
opening today is Pas- 
cal Laugier’s reboot 
of Clive Barker’s 
popular screamfest, 
Hellraiser. 











25-21 Les jouets are 


the main attraction at the 
Paris Toy Fair this week. 
(www.univers-enfants.com). 











30 ASIFA-Hollywood presents 
the star-studded Annie Awards, 
held at UCLA’s Royce Hall (www. 
annieawards.org). Mike Judge, 
John Lasseter and Nick Park 
will receive the Winsor McCay 
achievement honors this year. 
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Disney's Dogs 
By Tamara Khalaf 
[Disney Editions, $19.95] 


D og lovers have been accustomed to seeing wonderful 
animated _recre- 

ations of their favorite 
pets in Disney classics. 
A wide variety of these 
memorable canine 
characters are fea- 
tured in Tamara 
Khalaf’s new book, 
which moves smoothly 
ion elassieé Stars such 
as Gooiy and Pluto 
and the 101 Dalma- 
tians to sidekicks such 
as Cinderella's Bruno, Peter Pan's Nana and The Great 
Mouse Detective's Toby. Fortunately, they also include far- 
from-traditional “dogs,” such as Stitch (Lilo & Stitch), Zero 
(The Nightmare Before Christmas) and Slinky Dog (Toy 
Story)—although including the carpet from Aladdin and 
the footstool from Beauty and the Beast was a real stretch! 
Either way, we don't know many who can resist the charms 
of Lady and the Tramp or even Disney's latest CG star, Bolt. 
In addition to the usual concept art, model sheets and 
thumbnails, the book's designers have also given us a fun 
flip-book section at the end of this volume. This one’s going 
to keep our tails wagging, although we're hoping that one 
day the dogs will get the big art-book treatment rather 
than the 7 x 7” format available this year. 


Sid Sirloin and His Friends 
By Mark Christiansen 
[Self-published, $5 plus $4 shipping charge] 


yeeen animator Mark Christiansen has cooked up a 
real treat for those of us who can't get enough of Han- 
7 na-Barbera’s clas- 
{sic Saturday morn- 
ing shows from the 
late 1950s and 60s. 
The talented artist 
~ |who has worked 

|for Disney TV Ani- 
} mation, | Warner 
Bros. Animation, 
Nick and Cartoon 
Network recently 
published a_ fun 


CiD SIRLOIN Mis Friend 





(2008 MARK CHRISTIANSEN 
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Books We Love 


homage to the world of Yogi Bear, Snagglepuss, Top Hat 
and Quickdraw McGraw. His colorful 36-page storybook 
centers on a TV cartoon star (Sirloin) and his pals Presto the 
Magic Rabbit (no relation to the Pixar short star!), Bungle 
Bengal and Meany the Rhino, Eeny the Hippo and Schmoe 
the Elephant (who are inspired by The Three Stooges). We 
challenge you fo flip through the pages of this book with- 
out having a stupid smile appear on your face. You've just 
got to admire the way Christiansen has captured the look 
and delightful spirit of all those toons with a few strokes of 
his pen. It makes us wish Sid and company would get their 
own show on TV real soon! You can order the book by visit- 
ing the artist’s blog at markscartoonart.blogspot.com. 





The Best American Comics 2008 


Edited by Lynda Barry, Jessica Abel and Matt Madden 
[Houghton Mifflin, $22] 


L° say you were an extra-terrestrial who just landed on our 
planet and wanted to sample highlights from our country’s 
graphic novel and comic-book movements. |’d immediately 
recommend the latest beautiful hardcover Best American 
Comics collection that hit bookstores just a couple of weeks 
ago. Followers of Lynda Barry’s 
mind-blowing comics (The 
Good Times Are Killing Me, 
~ What It Is) will be happy to 
know that the goddess of 
childhood angst Is this year’s 
guest editor, and she’s put to- 
. gether a remarkable collec- 
tion that is representative of 
the best of both established 
artists such as Seth, Chris Ware, 
Matt Groening, Alison Bech- 
del and Jaime Hernandez 
and relative newcomers like 
Kevin Pyle (The Forbidden Zone) and Gene Luen Yang (Amer- 
ican Born Chinese). What unites many of these pieces are the 
fine attention to detail and the surprisingly profound moral 
and social themes they delve into. Graham Annable’s disturb- 
ing Burden, for example, tells the seemingly simple tale of a 
young man who Is trying to make up for the messy affermaths 
of his brother's mistakes, while Eric Haven's Mammology is a 
curious time-and-space-bending tale which deals with every- 
thing from TV to superheroes and food. Basically, it’s the kind 
of anthology you'll want to force on all your friends, especially 
since it includes a chapter by Evan Larson featuring an alien 
having sex with a football! 

—Ramin Zahed 
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= Boop Oop a Doop: Going Green All the Way 
L The Musical! 
Li 


ive years ago, acclaimed French animator Jacques-Réemy 

Girerd’s first feature La Prophetie des Grenouilles (Prophecy 
of the Frogs) attract- . 
ed much acclaim at 
festivals and in Euro- 
pean theaters. This 
month, he's back 
with another beau- 
tifully designed, 
flapper is getting penaiyn ele 
her own musical Onn us 
Tan onlemeln mental themes. Mia 
et le Migou (Mia and 
the Migoo) follows 
a young girl whose 


t took Fleischer 

SIUGIC Ss i1Con 
star Betty Boop 
eight decades 
to make it from 
Toon Town To 
Broadway, but it 
looks like the sexy 





season. Hugely 
successful pop 





composer 
DC ClRoctan fantastical journey : 

is preparing TO rescue her caine! leads ue an encounter with en ateal 
a anor creature called Migou. Evoking both water-color paintings and 


pastel illustrations, the movie also addresses the mistreatment 
of workers, the destructive forces of greed and the human re- 
sponsibility to take care of our planet. Produced by Folimage, 
Plus One Animation and France 3 Cinema, the movie Is distrib- 
uted in France by Geébéka Films and handled internationally 
by Celluloid Dreams. We hope Girerd and his talented team 
get lots of global recognition for this visionary and poetic film 
in 2009. i 


music, while the book will be written by Oscar Williams 
and Sally Robinson. In the new musical, our favorite 
flapper and her pals, Bimbo and Koko, help reunite 
her grandfather with his long-lost love while saving 
the Happy Heart Theater from evil developers. Anne 
Hathaway, please contact your agen, asap! 


THE Animation Post-Production Specialists 
Color Correction 


Digital Intermediates 

ed / 3d Animation C 
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The Visual Effects team at Crystal Film & Animation 
was proud to be a part of the spectacular 
Opening Ceremony of the Beijing 2008 Olympic Games 


Dew: Wai 














Character Animation, Visual Effects, Architectural Visualization, 
Landscape, Multimedia Display, Digital Arts Education 


Beijing - Shanghai - Shenzhen - Dalian - Hong Kong - Singapore - London -: Tokyo - Dubai 


www.crystalcg.com www.crystalcgstudio.com 
t +86 10 8882 3387 f +86 10 8882 3390 
ee China Foreign Language Mansion Suite B — 12FL, 
No.89 West 3rd Ring Road N., Haidian District, 
Beijing, P.R. China 100089 
sales@crystalcg.com 
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Santa to the Rescue for the 


developers and publishers have 

been feeling the pinch of a tough 
economy, but many hold out hope 
that Santa will save the day. The holi- 
day season has always been good for 
the industry, and there's no shortage of 
top titles battling for consumers’ hard- 
earned cash. We'll look at ad number of 
big releases out just in time to make 
your Christmas shopping list. 


| «: everybody else, videogame 


The Tale of Despereaux 

Brash Ent. brings us this adventure Ti- 
tle based on Universal's CG-animated 
feature film about a little mouse who 
refuses to accept his limitations. The 
gameplay follows and extends the 
film’s storyline in adventures spanning 





from the magical kitchen and colorful 
rooms of the castle to the dark dun- 
geons of the rat lairs. An introductory 
training mode helps players get in 
touch with their unique rodent abilities 
so they can help Despereaux stand up 
against a host of animal and human 
foes in his quest 
to save Princess = The Tal 
Pea. Multiple dif- /enpenrait 
ficulty settings — | 

ensure that play- _ 
ers of all ages” 
have a good 
time. The game 
is available for 
Wii, Xbox 360, 
PlayStation 2 


eh r 
af ait. © 
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Game Biz 


Big titles break in time for the holiday shopping season. 


Nintendo DS and PC. 

The DS version utilizes unique move- 
ment mechanics like swinging, climb- 
ing and sliding, as well as challenging 
puzzle elements designed specifically 
for the DS's stylus inout. The game de- 
buts ahead of the Dec. 25 release of 
the movie, which boasts the voices of 
Matthew Broderick, Dustin Hoffman, 
Emma Watson and Tracey Ullman. 


Kung Fu Panda: Legendary 
Warriors 

Po and the Furious Five are back to 
kick some more tail in this new Ninten- 
do Wii and DS 
game from Ac- 
tivision. As Chub- § 
by panda Po, 
players will try to 
live Up to the Title 
of Dragon War- 
rior by defeating 
the vengeful Tai 
Lung and pre- |% 
venting him from 
capturing the Furious Five. 

The Wii version allows fans to execute 
powerful martial arts moves using the 
Wii Remote and Nunchuck in co-op 
Story Mode or head-to-head Versus 
Mode. Players can also enjoy mini- 
games and connect wirelessly to the 
DS version in order to unlock exclusive 
multiplayer characters on the Wii. 

DS users can battle as Po and Tigress 
On an epic journey spanning more 
than 40 levels. The stylus can be used 
to pull off a number of cool moves, like 
the ability to swing onropes and launch 
catapults. Other special attacks can 
be unleashed by drawing symbols on 
the screen. 

IN addition to the new game, fans of 
the hit DreamWorks Animation movie 
can now pick up the DVD, which con- 





By Ryan Ball 


tains a 20-minute animated compan- 
ion film titled Kung Fu Panda: Secrets of 
the Furious Five. A big-screen sequel is 
planned for June 3, 2011. 


Mortal Kombat vs. DC 
Universe 

This rare mash-up of videogame and 
comic-book worlds has a lot of gamers 
geeking out as characters from the 
Mortal Kombat franchise take on DC 
superheroes for 


the first time 
ever. The Mid- 
m WAY release 


presents a dark, 
gritty world cre- 
ated in partner- 
ship with the 
comic-book 
writing team of 
Jimmy Palmiotti and Justin Gray 
(Countdown, Uncle Sam and the Free- 
dom Fighters), along with veteran Mor- 
fal Kombat team members. 

Brought together by a cataclysmic 
force, the heroes and villains of Mortal 
Kombat and DC Comics must battle to 
save the world, though in-fighting may 
blind them to the dark threat poised to 
destroy them all. Players can choose 
sides, challenge friends and take the 
fight online with Xbox 360 Live. The game 
is also available for PlayStation 3. 

Each character from the Mortal 
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Kombat and DC universes has specific 
abilities and signature finishing moves 
to be excuted in various iconic envi- 
ronments, including Superman's Me- 
tropolis, Batman’s Gotham City and 
the familiar Kombat settings Hell and 
Graveyard. There are also several nev- 
er-before-seen Combo arenas that of- 
fer a blend of the two worlds. The new 
fighting system features Freefall Kom- 
bat for mid-air battle while falling from 
one arena to the next, and Klose Kom- 
bat for brutal, up-close fighting com- 
plete with progressive damage repre- 
sented by visible bruises, torn clothing 
and other nasty details. We hope the 
game also provides band-aids. 


Quantum of Solace 

There’s a new James Bond flick in 
theaters and gamers can now get into 
the action with the official videogame 
from Activision. Introducing a more le- 
thal and cunningly efficient Bond, the 
game blends intense, first-person ac- 
tion with a unique third-person cover 
combat system that allows players fo 
use stealth, pre- —— 
cision shooting - 
and lethal com- | 
bat © skills to | 
progress. 
through mis- 
SIONS. 

Developed 
Under license 
from EON Prods. 
Ltd, Sony Pictures Ent. and Metro-Gold- 
wyn-Mayer Studios, the game blends 


¥ 






elements from Casino Royale and 
Quantum of Solace, and features the 


voices and animated likenesses of 
franchise stars Daniel Craig and Dame 
Judy Dench. The cast also includes 


MAGAZINE 


French actor Mathieu Amalric, who 
plays villain Dominic Greene in the new 
film, new Bond girl Olga Kurylenko, Eva 
Green as Vesper Lynd and Mads Mik- 
kelsen as the villainous Le Chiffre. 

This latest interactive O07 mission is 
based on the Call of Duty 4: Modern 
Warfare game engine with systems 
specifically engineered to immerse 
players in the Bond universe. Treyarch 
developed the game for Xbox 360, Wii 
and PlayStation3, while Eurocom 
worked on the PlayStation2 offering. 
Beenox Studios is responsible for the Wii 
and Windows versions, and Vicarious 
Visions brought it to Nintendo DS. 


Final Fantasy XIll 

The latest installment in the hugely 
successful Final Fantasy saga revolves 
around a futuristic civilization illuminat- 





ed by the Light of the Crystal. Little is 
known about the Crystals, which have 
the ability to create life forms and ob- 
jects, and are believed to give instruc- 
tions to supernatural beings known as 
fal’'Cie. Developed by Square Enix, the 
eagerly awaited RPG debuts on Dec. 
12 and promises to deliver the latest in 
cutting-edge technology with intuitive 
controls and seamless transitions be- 
tween real-time gameplay and impres- 
sive In-game cinematics. 

Available on the same day Is Final 
Fantasy Versus XIll, an alternate version 
offering a wholly independent story set 
in another part of the universe with dif- 
ferent characters. In a fantasy world 
resembling elements of modern day 
Japanese cities, a prince stands as the 
last remaining member of a royal family 
which controls the last Crystal in exis- 
tence. Players must ensure that the 
powerful artifact remains in the right 





hands as two warring nations battle 
each other for dominance. The title will 
be available for PlayStation 3. 


Left 4 Dead 

There's nothing like a bloody zombie 
survival game to get you in the holiday 
spirit. Judging by the robust marketing 
campaign behind this new Valve title, 
Electronic Arts is confident that it will be 
one of the top-selling offerings of the 
fall season. 

The game takes place in the weeks 
following a massive infection that has 
bred ferocious 
zombies that 
appear fo be 
mutating into 
even deadlier 
beings. Accord- 
ing fo a blog on 
Valve’s website, 
the art direction 
aims to capture 
the tone and feel of being in the mid- 
dle of a horror movie. Achieving this 
involved a blend of creative color cor- 
rection, film grain, vignetting and local 
contrast. 

Valve has created a pretty impres- 
sive animated intro movie for the Xbox 
360 and PC game. Brave souls can 
check it out at www.l4d.com. Ever 
wonder what the Incredible Hulk would 
look like as a walking corpse? & 
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Energetic, sharp and great-looking, Bolt barks in a new 
era for Walt Disney Feature Animation. by Ryan Ball 


he dog days of summer may be 
Tore but Disney’s latest action- 
packed adventure-comedy just 
may have what it takes to launch a 
blockbuster franchise nonetheless. The 
fur-covered family film was produced 
for stereoscopic 3-D exhibition and is 
the first Mouse House feature to be 
overseen from beginning to end by 
Pixar principal John Lasseter. By all ac- 
counts, some of that Pixar magic has 
rubbed off on the film, which opened 
in North America last month. 
Directed by Chris Williams and Byron 


Howard, Bolt tells the story of a canine 
TV star (voiced by John Travolta) that is 
inadvertently shipped from Hollywood 
to New York City. During his cross-coun- 
try journey home to his owner, Penny 
(Miley Cyrus), Bolt makes the surprising 
discovery that his TV super powers 
don't work in the real world. He his 
joined in his adventure by a jaded, 
abandoned housecat named Mittens 
(Susie Essman) and a TV-obsessed 
hamster in a plastic ball named Rhino. 

Bolt was initially developed by Lilo & 
Stitch director Chris Sanders under the ti- 





tle American Dog. 
When Disney = ac- 
quired Pixar, Lasseter 
took the reigns of Walt 
Disney Feature Ani- & 
mation and saw fit to 7 | 
re-tool a number of ™ 
projects in the works. 
Due to creative differ- 
emcees, Sanders was 
removed from the film 
and replaced by first- = 
time directors Howard 
and Williams. Howard 
served as an anima- 
tor on the Disney pics | 
Pocahontas, Mulan, 

Lilo & Stitch and Broth- 

er Bear, and is directing the studio's up- 
coming toon Rapunzel! with writer Nathan 
Greno (Meet the Robinsons). Williams 
oreviously contributed to the stories for 
Mulan, The Emperor's New Groove and 
Chicken Little, and directed Disney’s new 
animated short, Glago’s Guest. He and 
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Chris Williams 
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Dan Fogelman (Cars) completely re- 
wrote the Bolt script, retaining only the 
concept of a Hollywood dog getting lost 
in the country. 

“When John [Lasseter] 
and Ed [Catmull] came 
in a couple years ago, 
it was like getting our 
dream,” says How- 
ara “We talked 
about situations 
like that jok- 
ingly in the 
studio, like 
‘Wouldn't it be great 
if Lasseter was Our boss¢’ 
and all of a sudden one 
day it came true. They 
hold their own studio, Pix- 
ar, fo such a hight level or 
quality, and | think when 
they came here the people 
wanted to live up to their 
expectations and make 
John proud of them.” 











Williams says the new regime brought a 
fresh vibe to Disney, but notes that the 
change came with added stress. “Their 
mantra at Pixar, which John has talked 
about a lot, is director-driven movies, art- 

ist-driven movies and an artist-driven en- 
vironment,” he notes. “They say that 
and they definitely back if up. Ulti- 
mately, that doesn’t make our jobs 
easier, It actually gives you more re- 
sponsibility and more pressure, and you 
have to be responsible for what you cre- 
ate. If doesn’t mean you can 
do whatever the heck you 
want. You have fo 
oresent your stuff 
and take criticism, 
fake nojes and 
be able fo de- 
., fend your posi- 

- all iOS: 
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Though not a 








complete departure, Bolf does feel dif- 
ferent from previous Disney films. Williams 
says he and Howard were given freedom 
to experiment with the formula and the 
aesthetics of the film. “We didn’t want to 
feel like we were handcuffed to anything 
that people think is supposed to be Dis- 
ney,’ he explains. “When you look at 
things like the backgrounds, we're sort of 
borrowing from classic Disney, but at the 
same time we had to make this movie 
Unique and special. Certainly with 
Lasseter now being the boss, it felt like 
time for a rebirth, so | don’t think we were 
restricted in any way.” 

The movie was completed in about a 
year and a half from the time Williams 
and Howard came on board, which Is a 
oretty quick turn-around for a big studio 
effort. The filmmakers had to make sure 
every scene played well in the story- 
board phase in order to save time on 
animation. As a result, according to How- 
ard, almost everything they storyboard- 
ed ended up in the movie and very little 
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deleted footage exists for the DVD re- 
lease. 

“| think people were just so excited 
about this being the first John Lasseter 
Disney movie, the beginning of a new 
era, that everybody, no matter what 
challenge we threw at them, came back 
and said they could do it,” Williams com- 
ments. “When you have people who 
are willing to work late and to give 
everything they've got, suddenly the 
schedule doesn’t seem as much like 
G henaeuii.” 

Bolt begins with the movie's big- 
gest action sequence, an all-out 
romp involving a desperate race 
impough the sireets Of Sah Francisco , 
that involves missiles, exploding heli- 
copters, tanks and feats of super-ca- 
nine sirengin executed by its title 
character. There are plenty more 
thrills fo be had throughout the film, 
but as the story shifts from Bolt’s TV 
world to the real world, the emphasis 
falls more on the relationships be- 
tween characters. 

“The thing we play with through- 
out the movie is the issue of trust, and ! 
it actually surprised us, once we start- i 
ed getting the animation in and get- 
ting the music taken care of, how 
much you feel about this relationship | 
that develops between Mittens and 
Bolt,” Howard explains. 


Staying Away from Plastic 

Howard notes that early in the 
film's develooment art director Paul 
Felix sought to take the edge off of 
the CG world and keep it from look- 
ing too perfect and plastic. “We 
knew that if we had a character who | 
had to learn about the real world, it 
had to be this welcoming, lived-in 
environment. Paul and his team 


found a way to map brushstrokes boo 


onto the edges of objects and thatin © 
combination with taking the detail 
out of shadow areas gives the film a very 
soft and beautiful look that’s easier to 
look at. The light and the cinematogra- 
ohy they got into the film is pretty extraor- 
dinary as well.” 

Bolt may get top billing, but the mov- 
le’s scene-stealer is Rhino the hamster. 
The character is voiced by Mark Walton, 
a story artist who provided the voice for 


Building the features’ three 
main characters, step by step. 


scratch tracks and did such a good job 
that he ended up getting the gig. Clay 
Kaytis, the supervising animator on Rhino, 
says the character isn’t very different 
from Mark himself. Both are big fan-boys 
with funny personalities and the same in- 
fectious giggle. But even with a human 
model to work from, the animators were 






oresented with some unique challenges, 
a big one being the plastic ball Rhino 
travels in. 

“It was a huge consideration and | was 
kind of scared of it at the start,” Kaytis 
says of the transparent globe. “If was ac- 
tually a separate element from Rhino, 
and at the start of [production] they 
asked us if we should count Rhino and 





the ball as two separate characters. | 
said that it was basically one character 
because he interacts with the ball and is 
one with It. As soon as the software guys 
figured out how to calculate rolling it 
from one point to another, that was a 
huge relief but we still had to actually roll 
the ball and every time Rhino took a step 
we would have to counter the ball 
and balance it underneath him. It 
was a constant kind of follow-up 
thing, a bit like you would do overlap 
of a character's hair. It was always 
overlap of the ball and making sure 
it was in contact with the ground. It 
was a lot of work to get his feet in 
there. None of it was automatic, ex- 
cept for the actual rolling. Everything 
I else was up to us.” 

Another big hurdle for Kaytis and 
crew was working with a character 
that was nearly as rolly-polly as his 
mode of transportation. “It’s very dif- 
ficult for rigging to make a fat, little 
guy who maintains his volume all the 
time,” he explains. “| worked with 
John Park, who worked out the 
4 quadruped version of Rhino, and 
then with another rigger named Hi- 
detaka Yosumi, who helped me get 
Rhino to act on two legs. It was a 
very Complicated rig in those terms 
because walking on four legs and 
walking on two legs are very differ- 
ent shapes, so we did a lot of techni- 


hc! cal things under the hood to make 


him transition between the two. I'd 
say it was the most complicated rig 
w |'ve ever used, but, in the end, it had 
everything if needed and, once we 
= got the hang of It, was really fun to 
~~ animate.” 

Kaytis, who has been with Disney 


rs since 1994, says Bolt represents a 
_ huge jump for Disney animation, but 
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it also goes back to its roots with a 
return to simplicity in posing, staging 
and dialogue. “| don’t think it feels 
overdone,” he says. “A lot of it came 
from Byron’s direction of the animation, 
but if involved just pulling back and find- 
Ing ine essence of what all these scenes 
were all about. For me, that was really 
refreshing because it simplifies the pre- 
sentation and makes a stronger state- 
ment overall.” 

Williams and Howard say the best thing 
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about making the movie was finding 
themselves in the middle of so much pos- 
itive energy. Through the demanding 
days and late nights, there was no com- 
plaining because everyone felt that they 


were working on something special. We'll 
see If moviegoers also find the film spe- 
cial as if rolls out around the world. The 
3-D alone should make for one dog-gone 
good time at the movies. Hf 


Things Should Move As They Look! 


Bolt’s supervising animator looks back at the labor-intensive 
journey and the principles behind the movie's crisp visuals. 





o a feature film like Bolt is a mas- 
sive undertaking. With over 1,300 shots, 
€ach averaging more that five feet, the 
amount of work that needs to be completed is 
daunting. 

But of course every journey begins with the 
first step, and for us that first step was establish- 
ing the style of animation in the film. For this, the 
first stop is always the directors. Chris Williams is 
primarily a story artist and, as such, had very 
strong opinions about the emotional tenor of 
each shot and the story it needed to tell. Byron 
Howard Is a story artist, but also an Annie-nom- 
inated animator who was able to get down to 
a nuts-and-bolts level with the animators and 
soeak our language. Together, the two direc- 
tors provided a solid structure on which we 
could build the character performances, and 
the key ideas we would all come back to were 
naturalism, sincerity and appeal. 

Naturalism should not be mistaken for real- 
ism. One John Lasseter mantra is “truth in 
materials’—put simply, things should move as 
they look. Although there are elements of the 


7 io of 
7? Toa 





characters that could be perceived as photo- 
real, like Bolt’s fur, irises, or the translucence of 
his ears, the designs are still caricatures. They 
are still anthropomorphic. And therefore, they 
must move and behave with elements of real- 
ism, but also with exaggeration and entertain- 
ment. 

Before we started shot production, the ani- 
mation crew studied the animals we would be 
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by Doug Bennett 


animating. We learned about bone structure, 
musculature, gaits and ranges of movement. 
We also studied behaviors, body language 
and facial expressions. We did all this not to 
mimic live-action dogs, cats and hamsters, but 
to build a muscle memory of realism in every 
animator so we could caricature movement 
and expression effectively. It was only then that 
we began to explore acting performances in 
the animals—how much “doggie-ness” did we 
want? How much “human” felt right? These 
decisions were made in dailies when we start- 
ed fo see the first tests come through. It be- 
came apparent to the room very quickly what 
felt comfortable and what felt too pushed. 


Animal Instincts 
The challenge of delivering a sincere perfor- 
mance lay in letting the story shine through. As 
animators, we always try to plus what we are 
given in the boards, and often this results in the 
movie becoming better in ways that the direc- 
tors had not expected. However, the same in- 
stinct can lead to a character overacting, 
hu I = hamming or stepping on a moment 


i “: 
| af |e a | al that is best left to the audience to 


Sm put together themselves. On Bolt, if 
a was Important to Byron and Chris 
, that the animators pulled back, re- 
duced the broad cartoon acting 
that we felt was clichéd and con- 
# centrated more on revealing inner 
, __ thought through subtlety. John Tra- 
~~ volta has a wonderful inherent hon- 
~~ esty in his voice, and that helped us 
find Bolt’s belief in what he was saying. As the 
director of Bolt’s TV action show says, “If the 
dog believes it, fhe audience believes it!” 
Perhaps the most elusive of the qualities we 
strived for was appeal. What is it? Most of us 
know it when we see It, and we can certainly 
tell when it is lacking, but few can articulate 
exactly what if is that gives a character ap- 
peal. Is it the design? Is it the posing? The tim- 


Disney’s Bolt is currently playing in 
U.S. theaters. It continues its interna- 


tional rollout in the next two months 
and opens in the U.K. and France in 
February. 





ing? The answer, of course, draws from all of 
these areas and more. Every artist that works in 
CG knows how the graphic nuance of charac- 
ter design can change in the journey trom pa- 
per to geome»ry. It’s an inevitability of bringing 
an idea from one medium fo another; it re- 
quires a reexamination and overhaul. If was no 
different for the character Bolt: After animating 
two or three sequences of the movie, we real- 
ized that some intangible atirioute of our lead 
character was lacking. He wasn't the dog he 
needed to be. For ideas, we looked primarily 
to Lady and the Tramp, a masterwork in solid, 
accessible animal design—the brow ridges, 


the pliability of the muzzles, the relationships 
between the major facial landmarks and the 
overall body proportions. A team of animators, 
riggers, modelers and look development artists 
worked intensively to remake Bolt. When we 
went back and reanimated the first sequences 
with the improved character, the difference 
was stunning. 

The animators who contributed fo Bolt are 

proud of their work in the film—and they should 
be! We worked through a challenging schea- 
ule and an even more challenging mandate 
to make the best CG Disney film to date. | feel 
that with each movie we make at Disney we 
gain confidence and try to outdo what we did 
before. For the animation department, that 
means learning from the masters of our craft, 
past and present, and building a studio culture 
of honesty and collaboration. 
Doug Bennett was the animation supervisor on 
Bolt. He has worked as an animator on numer- 
ous features including FernGully: The Last Rain- 
forest, Asterix in America, Tarzan, Fantasia 
2000, Dinsoaur, Treasure Planet and Chicken 
Little. 
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A Fairy Tale Ending 
for Despereaux? 


Despite a rocky production history, Kate DiCamillo's 
award-winning tale becomes a subtly acted and 
delicately animated holiday feature. 


nce upon a time, animated 
features created with comput- 
er graphics told stories with 


good characters and bad characters 
that performed slapstick comedy, told 
gags and were, well, cartoons. Usually 
these characters, as brightly colored as 
a box of crayons, lived in a perfectly fo- 
cused world. 

But in the kingdom of Universal Pictures, 
a very small mouse with very big ears has 
scampered into another form of CG ani- 
mation, a complex story simply performed 
in a soft and tactile world. 

In its original form, the Newberry 
Medal award-winning story by Kate Di- 
Camillo is one of darkness and light, of 
mistakes and accidents, and of unlikely 
heroes that long for something beyond 
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by Barbara Robertson 


their reach. DiCamillo divided the story 
into four books: The first centers on Des- 
pereaux, the untimid mouse with large 
ears who falls in love with a princess. The 
second focuses on Chiaroscuro (ROSCU- 
ro, for short), a light-loving rat, while the 





Evgeni Tomov 
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third centers on Miggery Sow, a slow- 
witted girl who dreams of becoming a 
princess. The fourth book weaves the 
stories told by these nonconformists into 
a fairy-tale ending. 

To entwine the separate stories, The 
Tale of Despereaux writer/producer Gary 
Ross knitted the four books into one 
screenplay to which he brought his ex- 
oertise as a live-action writer and direc- 
tor. Ross received Best Picture and Best 
Writing Oscar nominations in 2004 for Sea- 
biscuit, which he produced and directed, 
as well as nominations for the Dave and 
Big screenplays. He also directed and 
oroduced Pleasantville. 

Production designer Evgeni Tomov 
gave the film its painterly feel. “The story Is 
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quite dark and organic,” Tomov says. “| 
wanted to give the audience an immer- 
sive, atmospheric feel with rich, soft light- 
ing, and to subject the characters to the 
same lighting as the environment. | delib- 
erately pushed toward losing and hiding 
detail.” Visual effects supervisor Barry Ar- 
mour led the team of RenderMan shader 
writers who developed the film’s difficult 
soft, diffuse lighting. 

For lighting inspiration, Tomov looked 
toward 15th and 16th century Flemish 
painters, and he visited such cities as Am- 
sterdam and Bruges, Belgium for environ- 
mental cues. 

Tomov was previously production de- 
signer for The Triplets of Belleville, and at 
the beginning of this project, he worked 
with Sylvain Chome?t, the Triplets director, 
as he had for previous Chomet films. 
When Chomet left the Despereaux proj- 
ect fo work on his own 2D movie (The Illu- 
sionist), Tomov stayed behind. “| wanted 
to discover the 3D world,” he says. 

Tomov's production designs comple- 
mented Ross's multifaceted © script. 
“Gary's script is Unusual,” says director 
Sam Fell, who joined director Robert Ste- 
venhagen on the project after finishing 
DreamWorks’ Flushed Away. “It isn’t a 
three-act play. It’s about four characters 
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“At first, Oeople from cartoon animation were doing zany broad act- 
ing, but it didn’t work with the designs or the story. The designs are 
stylized, but there’s also an element of realism. And, the look is so 


sophisticated, gentle and soft. The animation style had fo fit all that. 
We had to get everybody to calm down.” 


and how their stories weave together. We 
all realized if was as if we were going 
back to the old Disney days. We were tell- 
ing a fairy tale.” 

Yet it was an ambitious fairy tale with a 
broad scope. “Gary [Ross] is a live-action 
person, so he has no notion about what's 
difficult and what's not in animation,” Fell 
says. “He pushed us to do things we ordi- 
narily wouldn't do.” 

Layout artist Brad Blackbourn worked 
with Ross to design camera moves and 
lighting schemes from the script before 
storyboarding, making it possible for the 
storyboard artists fo concentrate primarily 
on the acting. 

Each of the characters lives in his or her 
carefully designed and detailed world. 
Despereaux’s (Matthew Broderick) mouse 
world is tidy—like Switzerland, Tomov 
says—and his family is cautious, but he, of 
course, isn't. To create Roscuro's (Dustin 
Hoffman) chaotic rat world down in the 


— Despereaux co-director Sam Fell 


sewer Tomov looked toward Hieronymus 
Bosch and the decadence of the Roman 
Empire. He based the human world of 
Dor, which includes the royal family’s cas- 
tle where the delicate Princess Pea 
(Emma Watson) lives, and the rougher 
Mig's (Tracey Ullman) peasant world, on 
a Flemish aesthetic. The film also show- 
cases the voice talents of Christopher 
Lloyd, Kevin Kline, Robbie Coltrane, Wil- 
liam H. Macy and Stanley Tucci, with 
Sigourney Weaver narrating. 

Animation supervisor Gabriele Zucchel- 
li worked with Tim Watts and other anima- 
tors on the team to refine Chomet’s early 
character designs and Tomov’s work on 
the character designs, as well. “Once Syl- 
vain [Chomet] was no longer on the proj- 
ect, we restarted the whole design pro- 
cess,” says Tomov. “| didn’t revise the aes- 
thetic, but the characters needed fo feel 
closer to the new directors, so we restart- 
ed from scratch in mid-2006.” 
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The resulting character 
designs and the environ- 
ment affected the style of 
animation. “At first, people 
from cartoon animation 
were doing zany broad 
acting, but it didn’t work 
with the designs or the sto- 
ry,” Fell says. “The designs 
are stylized, but there’s also 
an element of realism. And, 
the look is so sophisticated, 
gentle and soft. The anima- 
tion style had fo fit all that. 
We had to get everybody 
to calm down.” 

Adds Stevenhagen, “We needed a 
subtle approach in the animation to 
make the characters believable. We had 
to understate the performances.” 

As he had done for Flushed Away, Fell 
created a bio for each character with 
arcs and diagrams to show range of 
movement. “We had a little bible so 
when everybody started, | could give 
them a talk about their character,” he 
says. ‘We tried fo treat the characters as 
actors. It’s quite tricky work, this, and not 
easy to do.” 

Framestore Feature Animation handled 
the production with Zucchelli dividing the 
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70 animators into eight 
teams. Six teams worked on 
sequences, one team con- 
centrated on crowds using 
proprietary systems for small 
groups and Massive for larg- 
er crowds, and the eighth 
team made sure everything 
was ready to move on into 
lighting and rendering. 
Within the teams, Zucchelli 
cast animators with an eye 
toward their skills, assigning 
some, for example, to deli- 
cate moments, some fo ac- 
tion sequences and others to comedy. 
All the characters are bipedal; they 
don't behave like animals. The anima- 
tors created the performances using 
custom rigs developed at Framestore in 
Maya. For the facial rigs, a combination 
of blend shapes, sculpts, deformers, lat- 
tices and special rigs gave the anima- 
tors a choice of modules. For example, 
“The fur in most cases Is fairly long,” Zuc- 
chelli says. “If it moves strangely, it really 
shows mistakes, so we had a way to view 
the rigs with and without fur.” Similarly, a 
special animation rig for the eyes let ani- 
mators place a fake iris and pupil that 
approximated how the eyes would look 





after lighting and rendering. 

Zucchelli had the animators film them- 
selves acting out their shots before work- 
ing on characters in Maya. “We'd review 
their films with the directors,” he says. “We 
might fell the animators to go for the be- 
ginning from this take and the end of that 
take. That cut out all the bad ideas.” 

“It was a real challenge for us,” he 
adds. “Most animators collect tricks and 
skills and devices to create an effect in a 
shot. We tried to scrap all that and get to 
the root of good performances. This is not 
Slapstick comedy. We tried to be very 
subtle and we found that If actually add- 
ed a lot of intensity. | don’t think this sub- 
tlety has been tried to this extent in an 
animated movie. That's why we. all 
worked on it and why we love it. There 
was no cynicism on this film.” 

A feature film with subtle animation 
in a soft and tactile world? Now that's 
the kind of fairy-tale ending we can all 
enjoy! 

Barbara Robertson is an award-winning 
journalist who specializes in CG anima- 
tion and visual effects. 


Universal’s The Tale of Despereaux 


unfolds in U.S. theaters on Decem- 
ber 19. 
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Missing Lynx Spotted 


in Spain 


Produced by Antonio Banderas, a new Spanish CG- 
animated feature showcases the country's native animals 
and natural environment. by Ramin Zahed 


Shrek movies will always associate 
Spanish actor Antonio Banderas 
with his delightful depiction of the 
ogre’s pal, Puss in Boots. However, Ban- 
deras Is also pursuing a side venture as 
a producer of animated features on his 
own. This holiday season, filmgoers in 
Spain will be able to see his new movie, 
The Missing Lynx (El Lince Perdido), 
which is co-directed by veteran anima- 
tors Raul Garcia and Manuel Sicilia. The 
CG-animated family movie is the first 
project from Kandor Moon, a new label 
created by Banderas’s Malaga, Spain- 
based outfit Green Moon and Grana- 
da’s Kandor Graphics. Kandor Moon 
plans to make five animated features in 
the next 10 years. 
“| was very familiar with animation 
before, due to my relationshio with 


F ans of DreamWorks Animation’s 
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DreamWorks and the Shrek franchise, 
and | always wondered why we didn't 
make in Spain the kind of animated 
films with a heart and humor for family 
audiences,” noted Banderas prior to a 
oresentation of the film at the recent 
American Film Market in Los Angeles. 
“Then one day, literally, [director] Raul 
Garcia came to my house and showed 
me what he and Manuel Sicilia were 
doing at Kandor Graphics, and | saw 
the film’s potential. | was very surprised 
by the quality of the work and the 
greatness of the story. | was hooked 
and decided that | wanted to be part 
of the project. We got together and 
figured out a way to collaborate and 
that brainstorm resulted in a new ani- 
mation studio called Kandor Moon— 
derived from Kandor Graphics, their 
company, and Green Moon, my pro- 





duction company.” 

The Missing Lynx 
centers on a group % 
of animals (Felix the 
lynx, Gus the chame- 
leon, Astarte the | 
hawke, Rupert the (3 
mole and Beety the = 
goat) who have to 
escape an evil hunt- 
er’s scheme to cap- 
ture them and deliver 
them to a mad mil- 
lionaire’s Noah's Ark. 
The film’s director, 
Raul Garcia, is an 
animation veteran, 
who has worked on 
features such as Who Framed Roger 
Rabbit, Beauty and the Beast, The Lion 
King, Aladdin, Hercules and Tarzan. His 
2005 short The Tell-Tale Heart was a fes- 
tival favorite. 

Garcia tells us that he grew up 
watching the adventures of Yogi Bear 
on TV. “I knew perfectly that Yogi lived 
in a beautiful natural park with geysers 
called Yellowstone. Talking with my 
partner Manuel Sicilia, co-writer and 
director of the film, we realized that 
kids in Spain knew more about the Po- 
lar bear, the African lion and the Ant- 
arctic penguin than their own local 
fauna, and somehow, the concept of 






Raul Garcia 


yf * 
Manuel Sicilia 


working with Spanish lynxes, Iberian 
goats and chameleons triggered 
something in us!” 


The Plains in Spain 

Working with local environmental 
groups in Andalucia, Garcia and Sicilia 
fleshed out the concept and wrote the 
movie with a strong sense of structure 
and character arcs. “We put as much 
attention to the story as if the film would 
have been shot in live action with real 
actors. We wrote the film with one 
thought in our minds; respect for the au- 
dience and an engaging story.” 

The seed money for the project 
came from the environmental council 
of the local Andalucian government in 
Spain, and the producers financed the 
movie using film funds from Spain, soon- 
sorshios, pre-sales in film markets like 
Berlinale, Cannes and the AFM and in- 
die venues such as bank loans and 


orofits from the studio's commercials 


arm. “We also went to 
the Cartoon Movie 
Forum in Potsdam last 
year and generated 
enough interest in the 
film to close some 
more territories. It has 
been an_ incredible 
adventure as inde- 
pendent _ filmmaking 
doesn't have the 
cushion of a firm in- 
vestor behind to be 
able fo secure the 
production funds be- 
forehand. Along the 
way, Antonio Ban- 
deras saw the film and 
decided fo join forces 
with us and became 
Q partner in ournew company.” 
According to Garcia, the film was 
produced by a small crew of 40 individ- 
uals based at Kandor Graphics in Gran- 
ada. “There were only 12 animators at 
crunch time, but during the three years 
of production we managed to work 
with eight or nine. The trick is that every- 
body works in every aspect of the film, 
so the animator’s help with the animat- 
ics, riggers help with modeling, and the 
lighting department doubles as the tex- 
ture department. Everybody wears 


more than one hat.” 

The Kandor team worked mosily with 
3ds Max for modeling and animation 
and developed specific tools and 
plug-ins for the software. The render 
was done with VRay, while Avid sys- 
tems were used to edit the project. 
Garcia credits his directing partner Si- 
cilia for helping maintain the produc- 
tion and managing the studio at the 
same time. “What was easy to handle 
in the pre-production and animatics 
became a nightmare once we started 
the animation process, so instead of 
using the Internet and FIP sites, | ended 
Up spending a great deal of time in 
Granada. Without Manuel’s amazing 
contributions, The Missing Lynx would 
never have existed.” 


A New Spanish Wave 
Garcia says he’s quite pleased with 
the final quality of the animation and he 
hopes to help bring about ag more cohe- 


ty 


sive push for animated ventures in Spain. 
“There's an amazing pool of talented 
animators in Spain,” he notes. “The prob- 
lem is that we don't have a real anima- 
tion industry in Spain, or at least continu- 
ity in the production of the features. With 
Kandor Moon, we are working towards 
a slate of projects so we can keep the 
creative core together and develop 
and nurture new talent.” 

Next up for Kandor Moon is a shorts 
program, which will begin with Javier 
Recio's Death and the Maiden. “The film 


was chosen among several pitches 
made by the studio crew itself. It will be 
a stereoscopic film and it will help to de- 
velop the tools for the next feature Go- 
leor [a medieval action-adventure tale] 
directed by Manuel Sicilia and shot 
completely in stereoscopic 3-D. Mean- 
while | am preparing Edgar Allan Poe's 
Extraordinary Tales, a horror feature film 
based on Poe’s stories in the style of my 
short, The Tell-Tale Heart. The first story in 
production will be The Fall of the House 
of Usher, voiced by Christopher Lee.” 
Garcia, who has a real passion for Dis- 
ney classics and old Warner Bros. shorts, 
believes that animation is an open door 
to the imagination. “It’s my life, my pas- 
sion and my hobby,” he notes. “We ani- 
mators are pioneers, explorers and 
keepers of an old art form. We care for 
each other, have fun doing what we 
love to do and we have the chance to 
keep alive our inner child regardless of 
our physical age. Animation is the best 





toy train | ever played with. Sometimes 
you get a wooden one, sometimes an 
electric one, sometimes a spiffy digital 
one ... but it’s still a toy train and I'm still 
allowed to play with it. What else can | 
ask for?” Hf 


The Missing Lynx is co-produced by 
Kandor Moon, YaYa! Films and Perro 
Verde and will be released in Spain 


by Aurum on Dec. 26. International 
rights are handled by 6 Sales. For 


more info, visit www.themissinglynx- 
movie.com. 
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Delgo Finally 


Sees 
the Light 


Director Marc Adler describes the multityear journey 
behind his indie CG-animated epics by Mercedes Milligan 


rare treat: A fully indie, theatrically re- 

leased CG feature, courtesy of Atlanta- 
based Fathom Studios. However, it's Marc F. 
Adler and his dedicated crew that feel like 
kids on Christmas: After nearly 10 years, tons 
of trial and error and countless nights and 
weekends spent at the drawing table, the 
$40 million fantasy adventure Delgo is finally 
ready to make it fo the big screen. 

Co-directed by Adler and Jason F. Maurer, 
the film follows Delgo (Freddie Prinze Jr.), a 
strong-headed teen in a galaxy far away, as 
he and his cowardly best friend, Filo (Chris 
Kattan), stumble info an adventure that will 
unite two warring cultures and bring peace 
to the fantastical world they inhabit. The plot 
also involves a wicked leader (voiced by the 
late Anne Bancroft}, an unlikely love interest 
(Jennifer Love Hewitt) and a perilous quest to 
reveal a hidden threat. 

The journey to complete Delgo was 
equally daunting. Fathom Studios evolved 
out of Internet service company Macque- 
rium Intelligent Communications to handle 
effects and animation for clients and to 
produce station packages and commer- 
cials. Adler had wanted to create animat- 
ed features from a young age, and recog- 
nizing the talent and resources the studio 
had on-hand, he realized the time had 
come. “In 1996, we decided, ‘We want to 
make an animated feature.’ There’s a big 
jump from wanting to do if and toying 
around with if fo actually committing to if,” 
the newly minted director tells us. 

Fathom spent four years developing art, 
writing treatments and reaching out to Holly- 
wood. “We talked to some studios to see if 
they would trust a group of people from no- 
where near Hollywood who had never done a 
film before ... meanwhile we were actually 
having to earn money!” In between client 
projects, the team made time to meet up over 
pizza to sketch and pound out story elements 
(Adler won't tell whether any of the ideas their 
waiter pitched made It into the film). 


T his holiday season, audiences will get a 





A turning point came in 2000, when Adler's 
younger cousin, with whom he’d shared a 
passion for art and filmmaking, lost a tragic 
battle with cancer. “I'd been toiling over this 
thing for four years, and until you really make 
the commitment to take that huge step, 
you re not going to do anything,” Adler ex- 
plains, “So, | made the personal commit- 
ment, | asked for the commitment of some 
staff members—Warren Grubb, who's. my 
animation director, and my co-director Ja- 
son Maurer—and we all vowed that no mat- 
ter what it Took, no matter how long it took, 
we were going fo make this thing happen.” 
An international team of artists was assem- 
bled, many of whom worked remotely, and 
Adler, Maurer and writer Scott Biear got to 
work on turning four years of tinkering into a 
theater-ready script. 


Building the Back-Story 

The Fathom crew had no misconceptions 
about their rookie status, so several years 
went in to testing and developing Delgo. “It 
was a very interesting dynamic, because 
we were studying all the other animated 
films, yet what we were hearing from [our 
test readers] was It had to be deeper, they 
wanted more,” Adler observes, “So, we had 
a prologue to give a back-story and the de- 
tail of these cultures. Moving forward, you 
have a better understanding of who they 
are and where they came from.” 

Few would argue with the casting choic- 
es, which took three years to complete. In 
addition to the core cast, the film features 
the voices of Val Kilmer, Malcolm McDowell, 
Eric Idle, Burt Reynolds, Michael Clarke Dun- 
can and Kelly Ripa (among others). Once 
assembled, cast and crew embarked on a 
five-year journey to complete the film. 

From the start, the team shared a passion 
for creating something different, “We were 
able to attract people to the project based 
on the story, based on the look being so 
unique—because it’s so different from any- 
thing else that you've seen, which is why 


Nal e)(om Ulatel-Jarel diate MumcelelOlexcien 

» co-written and directed by Marc F. 
Adler, the $40 million feature Delgo 
is a sci-fi fantasy adventure about 
omvolUl ale mal=1Kem WLe)(eX-1e MO)’ an =e lel =) 
Prinze, Jr.), a kidnapped princess 
(Jennifer Love Hewitt) and the clash 
of two cultures in a faraway world. 





Hollywood was so not ready fo take the 
leap,” says Adler, “Hollywood has a formula: 
Known story, talking animals, comedy. And 
those animals have to be big-eyed, cute, 
furry creatures. So, we went against the 
grain on every one of those aspects.” 
Delgo's highly developed worlds-within- 
a-world are distinctive, yet unified by a rich 
palette and a diverse array of unique crea- 
tures; the sky-bound Nohrin travel on the 
backs of dragon-like “razorwings,” while the 
Lockni mount large two-legged reptiles. The 
differences between the two cultures are 
established in the characters’ appearance 
as well as the architecture and functionality 
of the worlds they inhabit, which are simulta- 
neously next-door and light years apart. 
“From an art perspective, [art director 
Mark Jackson] has an intriguing background 
in anthropology and architecture ... so he’s 
just a sponge for cultural information,” says 
Adler. “He looks at everything from Celtic ar- 
tifacts to tribes in Africa—all of it, and they alll 
are kind of baked into this concept. We 
have two races in this film; one of them is this 
tribal tyoe of people—they’re people of the 
earth and they understand the magic of the 
land; whereas the other culture is an aristoc- 
racy ... they fly, so they're more svelte.” 
However, to make the film’s budding 
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romance believable, if was important to 
keep the two species parallel: “We 
couldn't have just crazy alien races—es- 
pecially when we're going to have two of 
them mate, basically,” he jokes. Though 
there’s no funny business on-screen, the 
writers have plotted out future stories 
about the couple’s life together. 


Maya to the Rescue 

Adding fo the film's unique look, Fathom 
used true blacks for deep shadows, steering 
clear of the soft blue tones of most CG kids’ 
flicks. Plus, the entire production was ac- 
complished in Autodesk's Maya. Literally. 
“For COst reasons; We actually used the 
Maya renderer—| don’t think any movie's 
ever been done with Maya renderer,” Adler 
laughs. 

Another tech innovation of the produc- 
tion was the “digital dailies” system the pro- 
gramming gurus at Macquerium were able 
to build to facilitate an international work- 
flow. The web-based system allowed the art- 
ists TO post their daily work for review. “Origi- 
nally, we were using that for feedback from 
myself and my animation director, lighting 
director and co-director,” explains Adler, 
who was often on the road during produc- 
tion, “Then, we moved on to collaboration 


“We were able to attract people to the project 
based on the story and the look being so unique— 
because It's so different from anything else that 


you've seen, which Is why Hollywood was so not 
ready to take the leap.” 


with everyone else on staff. And then we 
Pumped It out to the world for anyone to 
comment and see. Everything we had ona 
daily basis we exposed. The good, the bad 
and the ugly.” 

Once the dailies were made public on the 
Delgo site, interest in the film quickly picked 
up. “We were getting schools and people in 
the animation trade, people who were just 
lovers of fantasy from all over the world—half 
a million people were coming to the site 
through production, every month, just to see 
the dailies. So, we got a lot of interest from 
publications ... Because while most studios 
are closing doors and locking them and 
throwing away the key because of piracy, 
we were doing the exact opposite.” 

Since Its completion, Delgo has played at 
major toon festivals such as Annecy, SICAF 
and Anima Mundi, where it took home the 
Best New Feature prize, which is awarded by 


—Marc Adler, director of Delgo 


audience vote. Adler was most pleased to 
have achieved his goal of creating a film 
that was universally accessible, relying on 
time-tested physical comedy and story-cen- 
tric humor instead of pop culture references, 
and a moral message about overlooking 
differences. 

As for the future of Delgo and its U.S. re- 
lease, Adler is pragmatic: “It would be great 
if It’s commercially successful because that 
means we can do more of them. But if 
you're an animator out there and you have 
a dream of doing something: Pursue the 
passion, go for if, and there will be nothing 
that will make you happier.” & 


Freestyle Releasing opens Delgo 
Dec. 12 in U.S. theaters. The feature 
will be preceded by Fathom’s new 


short, Chroma Chameleon. For more 
info, visit www.delgo.com. 
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view issue, We Took a look at the top 

contenders that were in the running 
for the Best Animated Feature Acade- 
my Awards. Although we were hoping 
that more than 15 movies would quali- 
fy in the race (and increase the num- 
ber of nominees fo five in the big cat- 
egory) only 14 titles made the cut this 
year. By now, we've all seen numerous 
articles trying to predict which films will 
be the final three contenders when the 
list is Gnnounced in the early morning 
on Thursday, January 22. 

Those who make a habit of predict- 
ing the award season champs have 
noted that this year’s big money Is on 
WALL®E, Kung Fu Panda and Waltz with 
Bashir—but it will be certainly more ex- 
citing if one of the other titles (The Tale 
of Despereaux, Dr. Seuss’ Horton Hears 
A Whol!, Bolt, Madagascar: Escape 2 
Africa, Delgo, Igor, Fly Me to the Moon, 
Dragon Hunters or $9.99, for example) 
land a nomination or two. 

According to some experts, the fact 
that there is an animation category 
makes it more difficult for a movie like 
WALL*E to nab a Best Picture nomina- 
tion. However, many of us animation 
fans have no problem seeing the mov- 
ie about the lovelorn robot competing 
with live-action heavyweights such as 
Milk, Slumdog Millionaire, The Curious 
Case of Benjamin Button and Revolu- 
tionary Road. We'd like to see any of 
those “serious” dramas captivate the 
audience without using dialogue in 
their first hours. 

All of this brings us to another sub- 
ject we like to consider during awards 
season: Wouldn't it be fantastic if toons 
took over all the other categories? 


n last month's special Oscar Pre- 
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Animation Magazine's 


Oscar Watch 


[part 2 of 4] 


by Ramin Zahed 


Here are some of the people we'd love 
to see recognized with their live-action 
counterparts during award season! 

Best Song: It’s become an Oscar 
night tradition to see those catchy 
numbers from animated features per- 
formed in the Best Song category. 
Looking back at the 
last decade, we've 
seen a wide range of 
contenders from ani- 
mated movies: The 
Prince of Egypt, Quest (sili. P 
for Camelot, South sm 
Park: Bigger Longer & 
Uncut, Toy Story 2, The 
Emperor's New 
Groove, The Wild 
Thornberrys Movie, The 
Triplets of Bel- 
leville, The Po- 
lar Express, 
Cars and En- 
chanted alll 
received 
nominations 
for their songs, 
and Disney’s 
Tarzan (Phil 
Collins’ “You'll 
Be in My Heart’) and 
Monsters, Inc. (Randy 
Newman's “If | Didn't 
Have You”) took home 
the golden statuette in 
2000 and 2002. 

Among this year’s ani- | 
mated features, we 
know that many have 
already fallen in love 
with Peter Gabriel's 
“Down to Earth” from 
WALL*E, Jenny Lewis’ 








If Toons Took Over All the Categories 


“Barking at the Moon” and Miley Cyrus’ 
“| Thought | Lost You” from Bolt and 
“The Travelling Song” by Hans Zimmer 
and will.i.am from Madagascar: Es- 
cape 2 Africa. Sorry kids, but the Carl 
Douglas tune “Kung Fu Fighting” (from 
Kung Fu Panda) doesn’t qualify since It 


Waltz with Bashir 






AUlaion men me larele! 










Sound/Advice: 
WALLIE'S= 
=e 

ec VOICE} 
designer/sound : 
designerjand 
editor Ben Burttsas 
cand writer/di- 
rector Andrew 
Stanton are two 
, - of this 
F  ~=— \year’s top award 
contenders 
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Voice of the Underdog: 
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came out in 1974. 

Best Score: The competition gets 
much more interesting when you in- 
clude Thomas Newman's score for 


§ WALL*E, Hans Zimmer's soundtrack 
a for Madagascar: Escape 2 Africa, 


John Powell's stirring scores for Bolt 


- and Horton Hears A Who! and Patrick 


Doyle’s Uunder-appreciated music for 


Lf, @ Igor. Let's not forget that many critics 


The Taleeof Despereaux 


cg 
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have already praised the amazing 
work that Max Richter delivered on 
Waltz with Bashir. It doesn't get any 
more eclectic than that! 

Best Cinematography: We're sure 
many of the Academy voters will be oo- 
hing and aahing about Baz Luhrmann's 


| majestic landscapes in Australia, but 


we're hoping they'll think outside the box 
and single out the work that seven time 
Oscar nominee Roger Deakins did on 
Pixar's WALL*E. How about hearing it for 
the amazing Af- 
rican vistas of 
Madagacar: Es- 
cape 2 Africa, 
courtesy of di- 
rector of pho- 
tography Guiller- 
mo Navarro. 
Sound Cate- 
gories: There 
are only two 
words we just 
have to men- 
tion in this race: 
Ben Burtt! With 
two Academy 
Awards and 
two Special 
Achievement 
Awards for his 
work on Raid- 
ers of the Lost 
BPS Ark and Star 
Wars, Burtt did 
the = unimagi- 
nable: He 
pulled us into 
the heart and 
=F soul of a digital 
= robot with his 
| peerless mas- 
Mee tery of aural 
mee technology. 
Mr. Burtt, you 


$9.99 


—y 


made us hear the future—and It sounds 
a lot friendlier because of you! 

Best Ensemble Cast: We've been 
very fortunate to hear many talented 
men and women performing in the lu- 
crative field of animated features this 
year. If saddened us to lose Anne Ban- 
croft and Bernie Mac, but we can still 
hear their voices in Delgo and Mada- 
gascar: Escape 2 Africa. A few of the 
star turns that entertained and moved 
us in 2008: Carol Burnett, Jim Carrey 
and Steve Carell all did excellent work 
in Horton Hears A Who! Jack Black and 
Dustin Hoffman played very well to- 
gether in Kung Fu Panda, and Sigour- 
ney Weaver created a chilling vocal 
for the ship's computer in WALL eE. 

We also loved a low-key John Tra- 
volta who completely disappeared in 
his role as the heroic dog in Bolt, along- 
side Susie Essman and Mark Walton 
(who played his best pals Mittens and 
Rhino). And let's not forget that the 
stellar ensemble cast of The Tale of 
Despereaux showcases the vocal tal- 
ents of Matthew Broderick, Christopher 
Lloyd (also in Delgo), Dustin Hoffman, 
Sigourney Weaver (she’s had a busy 
year!), Robbie Coltrane, Emma Wat- 
son, Frank Langella, William H. Macy, 
Kevin Kline and Tracey Ullman. 

Best Costume and Art Direction: No- 
tice how the classic fairy tale charac- 
ters in Despereaux look like they've 
jumped straight out of a painting by 
Flemish master Jan van Eyck. Check 
out the threads worn by the various 
otherworldly characters in Delgo or the 
wonderful Asian costumes on the war- 
riors in Kung Fu Panda. Who could ig- 
nore the painstakingly crafted, tactile 
look of $9.99’s stop-motion world? How 
about the important art design and 
stylistic Choices made in Waltz with 
Bashir? In our animation parallel uni- 
verse, all of these achievements are in 
the running for the top prizes. Thanks to 
the efforts of Antran Manoogian and 
the hard-working team at ASIFA-Holly- 
wood, we'll always have the Annie 
Awards. Mark your calendars for Jan. 
30 at UCLA’s Royce Hall. That’s when 
the good people of Toon Town will 
show alll the live-action folks how It’s re- 
ally done. 
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The Stilletos Stay 


i fj S 0, Rob, what do you thinke” 
The voice belonged to Sigour- 
ney Weaver. She was on the 
phone. My phone. Also heard were the 
voices of a producer and director in Ger- 
many, and another producer in Los Ange- 
les. The heavy breathing on the line was 
suspended, waiting for me to answer. 
| couldn't answer. | couldn't believe that 
Sigourney Weaver wanted to hear my opin- 
ion, but there it was. I'd written a part that 
she liked, that of Frieda in the 
movie Happily N’Ever After. In my 
original script, Frieda was not just 
Cinderella's steomom but also a 
bored housewife experiencing a 
midlife crisis. Sne’d once dated 
the Wizard of fairy tale land, but 
then, the Wizard (played by 
George Carlin) had also quietly 
dallied with a few princesses. He’d 
taken Frieda to his condo in Ft. 
Lauderdale before breaking off 
the relationship, and now Frieda 
was feeling a mix of crankiness 
and ennui. The only diversion open 
to her was taking over the world. 
That was my idea, anyway. 
Through a succession of story- 
boards, the firing of the director 
and replacing half the crew 
(which originally included many 
Disney veteran animators), the idea of Frie- 
da had changed. No longer was she “funny 
evil,” now she was “evil evil.” Instead of her 
goofy Elaine May affect, she had stiletto 
heels. And a three-inch waist. And a choke 
collar. She looked like a cross between a 
Pussycat Doll and Scary Spice but she lon- 
ger had any complexity as a character. 
Sigourney refused fo continue recording 
lines. Why should she? She'd signed on for 
one character, and here it had evolved into 
something ... well ... different. 
“SO. ROD?" 
That she was asking for my support in re- 
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Writer's Perspective 


In 


the Picture 


io 
— 


by Rob Moreland 


directing the character was amazing to 
me. Part of me wanted to say, “Yes! We'll 
absolutely fix this character together.” How- 
ever, I'm not a director, and I’m not a pro- 
ducer. I'm an animation writer, primarily. 
One of my best buddies is an internation- 
ally best-selling novelist. He sits at his desk 
and writes. No one edits him. When he’s 
done, he’s done. His words are read by mil- 
lions of people. Of course, the public will 
never read a word that | write. Being an 


Sigourney Weaver 





animation writer is like playing that child- 
hood game called telephone. You whisper 
your message to the next person, who whis- 
pers it fo the next, and so on. Your message 
may be improved, it may be distorted, but it 
will never be exactly what you intended. 

| knew the same would be true for the char- 
acter of Frieda. Here Sigourney Weaver, one 
of the finest actors alive, had agreed to play 
a role that | created. Here she was, asking for 
my blessing and contribution to restore the 
character to my original vision for it. She’d 
even improved the character, by making truly 
thoughtful notes and suggestions. 





| knew the character '™ 
that I'd written, and that | 
she loved, was not go- 
ing to be in the movie. | 
This, despite the fact 
that the director was vi- Uh 
sually talented, the pro- 
ducers were very smart 
and the board artists 
were superb. The L.A. producer was fiercely 
on my side. The funders of the movie from 
Germany had final say. The production just 
had a different idea evolved for that char- 
acter, and that idea was not “funny evil.” It 
was “evil evil.” With 11-inch stilettos. 

"SOuce 

At such a moment, | thought of my won- 
derful lovely kids, sitting at the dinner table, in 
front of bowls filled with ... my pride. Could my 
kids eat my pride? Could! pay the bills with it¢ 
As an animation writer, | get paid modestly to 
write. However, | get paid bonuses on my 
movies, but only if I’m credited. No 
credit means no bonuses. The Writers 
Guild of America, of which I’m a proud 
member, had no jurisdiction. 

Sigourney Weaver was giving me the 
chance to keep the movie going. | 
knew that, without her collaboration, fi- 
nancing would dry up. This was the 
make It or break if call. Hence the heavy 
breathing from the producers. You 
could almost hear a Euro coin drop. 

Well, you probably know what | did. | 
said yes, I'd help restore the character 
to my original concept, even as | sensed 
that, based on my experience, if would 
result in only a marginal improvement. 
The new lines, like the old ones, would 
not make It into the movie. 

Did | do the right thing? I'm not sure. 

My buddy the novelist reminds me that | 
chose to work in animation, a highly col- 
laborative form of storytelling. | tell myself that 
animation writing is not about a product but 
process. | say it’s not about the destination 
but the journey, which takes you To surprising 
places. And sometimes, when you get fo that 
place, whether or not you like it, waiting for 
you Is an “evil evil” bad guy with stiletto heels, 
aggressively wide hips and a big “Muah ha 
ha ha!” (added, of course, in ADR). & 
Rob Moreland is a producer and animation 
writer. His writing credits include Space 
Chimps, Happily N’Ever Affer and Thunder 
Pig. He was a creative consultant for the 
producer of Shrek. 





Rob Moreland 
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Metalocalypse —- Season 2 
[Turner, $25.99] 


lick on your lighters and get ready for an 

encore of Dethklok’s hardcore, hard rock- 
ing mayhem on DVD. Brendan Small and Tommy 
Blacha’s charming boys from the doom fortress 
around the corner (Nathan Explosion, Skwisgaar, 
Wartooth, Murderface and ... Pickles} will be as- 
saulting our senses with a two disc, 20 episode 
set of their riff-filled adventures. Highlights of the 
Titmouse/William Street produced toon include 
“Dethdoubles,” “Cleanzo,” and “Dethgov,” in 
which the band faces evil lookalikes, a DTing Dr. 
Rockso and Florida’s gubernatorial election, re- 
spectively. Expect some awesome extras (but 
right now they're a secret)! 
[Release date: Dec. 2] 


Aqua Teen Hunger Force, 
Vol. 6 


[Turner, $26.99] 


AY [adult swim] favorite returns to 
shelves this month. Yeo, Matt Maiellaro and 
Dave Willis's not-so-super fast food heroes are stil 
going strong—unfortunately for Carl and bomb 
squads everywhere. This two discer 
features 13 episodes (including four 
never aired) and five wicked bonus 
bits like the 15-minute short Terror 
Phone starring voice actors Dana 
Snyder and Carey Means, plus a 
montage of all the comedic scenes 
and outtakes from the ATHF Zom- 
bie Ninja Pro Am videogame (as 
Snyder noted at a Comic-Con briefing, “So you 
don’t have to play through the sh*tty videog- 
ame,”). We are helpless to resist! 

[Release date: Dec. 16] 


Horton Hears A Who! 
[Fox, $29.98] 


his colorful adaptation of the Dr. Seuss classic 

from the toon gurus at Fox and Blue Sky de- 
lighted audiences in early '08, and makes its 
home entertainment debut just in time for holi- 
day gatherings full of kids and kids at heart. 
Home audiences have a glut of choices: In ad- 
dition to the standard widescreen single, shelves 
will be laden with jam-packed two-disc special 
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Ho, Ho, Holy Moly! 


edition sets with digital 
copy in widescreen for- 
mat ($34.98) and on 
Blu-ray ($39.99). The sin- 
gle features directors’ 
commentary from Jim- 
my Hayward and Steve 
Martino as well as an 
Ice Age short titled Sur- 
viving Sid. The larger 
sets come with a Whoville’s worth of additional 
bonuses: Commentary from stars Jim Carrey and 
Steve Carrell; development featurettes; 13 de- 
leted scenes; animation tests with intro by Nick 
Bruno; an interactive game and a charming 
“Watch with a Who” option—plus much more. 
[Release date: Dec. 9] 


Fly Me to the Moon 
[Summit Ent., $24.99] 


he cosmos-bound bugs from nWave Pictures’ 
3-D summer flick are ready to blast off to your 
house this month. If you missed the action in the- 
aters, now's the time fo join tween flies Naf, |.Q. 
and Scooter as they sneak onto the Apollo 11 
and become the first flies in soace! Directed by 
Ben Stassen, Fly Me boasts 
a star studded cast includ- 
ing Christopher Lloyd, Kelly 
Ripa, Nicollette Sheridan, 
Tim Curry, Adrienne Bar- 
: beau, Ed Begley Jr. and 
SR space race era hero Buzz 
Aldrin as himself. The wide- 
screen release comes with 
two pairs of 3D glasses so you don’t miss one bit 
of the lunar-bound action. Now that’s something 
to buzz about! 
[Release date: Dec. 2] 


The Man Called Flintstone 
[Warner, $19.98] 
'66 vintage Hanna- 


spoof starring our favorite 
modern Stone Age family? 
Yabba-dabba yes, please! —» 
Originally slated for release ey 
in 2004, and made avail- 
able for Canuck fans in '05, 


Cant 
Barbera musical spy ede ONE 








Stuff your stockings with the latest DVD and Blu-ray releases. 


by Mercedes Milligan 


anxiously awaiting Yankees can finally get their 
hands on this beautifully remastered release of 
the original theatrical feature. Written and direct- 
ed by Joseph Barbera and William Hanna, this 007 
send up sees Fred Flintstone (voiced by Alan 
Reed) become an international caveman of mys- 
tery when he's recruited to replace a lookalike 
secret agent (Paul Frees). With his family and best 
pal Barney (Mel Blanc) in tow, Fred travels to Eu- 
rock to catch a nefarious villain—without letting 
anyone catch on to his secret mission! Action, ad- 
venture, musical numbers ... What more could 
you want¢ 

[Release date: Dec. 2] 


Hey There, It’s Yogi Bear! 
[Warner, $19.98] 


Iso out of the Hanna-Barbera vaults is 1964's 
Hey There, It’s Yogi Bear!, the delightful fea- 


ture length romp that’s smarter a 


than the av-e-rage TV special. This 
earlier theatrically released musi- 
cal extravaganza was crafted by Ks = 
Barbera and Hanna, with Warner , 
Bros. Cartoons storymeister Warren 
Foster augmenting the script # 
team. In it, Yogi (Daws Butler} and 
Boo Boo (Don Messick} are shang- 
haied off to the San Diego Zoo by a frustrated 
Ranger Smith (Messick). Though they escape, in 
their absence Yogi's ursine sweetheart Cindy sets 
out to find him, only to be captured by a cruel 
circus crew, inciting Yogi and his little buddy to 
go on d cross country adventure to save Cindy 
and bring her home to Jellystone. And they say 
chivalry is dead. 

[Release date: Dec. 2] & 
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The Samurai Critic's Best of ‘08 »*, 


Nine DVD and Blu-ray gift ideas for anime fans 


Ithough iTunes and other on-line sources 
A have become increasingly popular with 

otaku, there are still plenty of DVD titles 
that will earn you sincere thanks from the anime fans 
on your gift list. 





Case Closed: Season 1 





(FUNimation: $49.98, 4 discs) 


LY igh school detective Jimmy Kudo commands 
powers of observation and deduction Nancy 
Drew might envy, but two thugs give him a poison 
that turns him into a little boy. Taking the name 
Conan Edogawa (from Sir Arthur Conan 
Doyle and Japanese mystery writer 
Ranpo Edogawa}, he gets his former 
girlfriend Rachel and her thick-witted 
detective father to take himin. As Conan, 
Jimmy continues to solve baffling murder 
cases, but others get the credit. 





Death Note Box Set 1 
(VIZ: $69.98, 5 discs) 


- igh school star Light Yagami deplores the lack 
of justice in the world—until he finds the Death 
Note, a notebook dropped by a Shinigami, or God of 
Death. If anyone writes the name of a human in the 
book, that person dies minutes 
later. Light launches the ultimate 
vigilante campaign: He will rid 
the world of evil people and 
create his vision of a perfect 
society. But he meets his match 
in the eccentric, secretive 
detective known as L, and the 
two begin a deadly intellectual 
chess game. Death Note begins slowly, but improves 
as it progresses. 





The Girl Who Leapt Through Time 


(Bandai Entertainment: $29.98) 





O ne of the big hits in Japan in 2006, The Girl 
Who Leapt Through Time has been eagerly 
awaited in America. High school student Makoto 
discovers she can move through time and alter 
the past. But when she tries to improve the present, 
her efforts backfire, making school, 
friendshio and romance more 
difficult. Director Mamoru Hosoda 
imbues the relationshio Makoto 
shares with her best friends studious 


MAGAZINE 








Kosuke and class clown Chiaki with a depth and 
subtlety that elude American animators. 


Naruto the Movie 3: Guard- 
ians of the Crescent Moon King- 
dom (VIZ: $29.98, 2 discs) 


aruto remains one of the most popular anime 

(and manga} properties in the world, and 
Guardians of the Crescent Moon Kingdom, the 
best of the three features, makes it clear why. The 
film showcases both the rambunctious energy of 
the series and the underlying warmth that keeps 
the élan from becoming obnoxious. Naruto and his 
friends Sakura and Rock Lee are assigned to guard 
Michiru, the wealthy crown 
prince of the Moon Kingdom, 
and his spoiled son Hikaru. 
A typhoon and a revolt by 
a corrupt official enable 
Naruto to teach Hikaru about 
the importance of loyalty, 
friendship and bravery. 





One Piece: Season 1, First 
Voyage (Uncut) 
(FUNimation: $49.98, 2 discs) 


rog-faced Monkey D. Luffy has decided to 

become King of the Pirates by finding the 
lost treasure of Gold Roger. His kind heart attracts 
a crew of agreeable misfits, and his rubbery 
limos—the result of eating the cursed “gum-gum 
fruit’—enable him to deliver formidable punches 
and kicks. The uncut edition 
from FUNimation — restores 
the offbeat fun that was 
noticeably absent from the 
2004 4Kids release. Creator 
Elichiro Oda says One Piece Is 
the story he wanted to read 
as a boy: Millions of others 
agree. 





School Rumble: Season 2, 
Part 1 


(FUNimation: $59.98, two discs) 





he “Second Semester” of this nutty high school 
romantic comedy begins where the first season 
ended, with the characters having learned nothing 
from their previous travails. Perky Tenma remains 
fixated on the clueless Karasuma; aspiring manga 








by Charles Solomon 


artist Harima can’t bring himself to declare his 
affection for Tenma. The filmmakers push their spoofs 
of other films and TV series 
to new levels of outrageous 
hilarity: A picnic morphs into 
a satire of Miyazaki’'s Princess 
Mononoke, and Harima takes 
Toshiro Mifune’s role as the 
mysterious swordsman in a 
send-up of Kurosawa's samurai 
pics. 


SOS! Tokyo Metro Explorers: 
The Next 
(Bandai Visual: $64.95, Blu-Ray) 


Ke Otomo (Akira) created the surprisingly 
playful manga on which Tokyo Metro Explorers 
is based. Four elementary schools boys led by Ryuhel 
set out to find the lost treasure they believe is hidden 
under present day Tokyo. They discover a curious 
assortment of misfits and survivors in 
the tunnels and abandoned work sites 
beneath the city. Some unexpected 
plot twists give the film the feeling of a 
classic boys’ adventure story. Director 
Shinji Takagi cleverly combines 3D trains 
and 2D maps of the city in the opening 
sequence. 





The Exquisite Short Films of 
Kihachiro Kawamoto (1968-1979) 
(Kino Video: $29.95) 

The Book of the Dead 
(Kino Video: $29.95) 


former student of the great Jiri Trnka, 

Kihachiro Kawamoto draws on Kabuki, Noh, 
Bunraku and the traditional Japanese 
graphic arts to create his singularly 
elegant stop-motion films. The shorts 
in the Exquisite collection range from 
the farcical The Breaking of Branches 
Is Forbidden to Dojoji Temple, the 
dramatic tale of a woman transformed 
by lust. In Kawamoto's most recent film, 
The Book of the Dead, an aristocratic lady weaves 
a miraculous garment to clothe the figure she 
beheld in a vision. Book of 
the Dead can be seen as 
a summary of Kawamoto’'s 
orevious work. 
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With Animation Magazine, you get the most comprehensive, in-depth and global 
coverage of the latest trends, projects and information on film, vfx, technology, TV, 
gaming and education in the animation industry. 


Special Holiday Offer 
Subscription Rates 20% Off 


Get your FREE “All Tooned Up” License Plate Frame 
and 2009 Trade Show Calendar with your order! 


Subscriptions available in print and in digital format. 


To take advantage of this offer, go to www.animationmagazine.net 
1) Click on subscribe and choose your subscription delivery preference 
(print or digital) 
2) Enter the following promotional code: holiday08& 
3) Click “get Promo” 
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Animation Lovers’ 
Holiday Gift Guide 
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It’s That time of the year again when we browse the Toy stores, the book shops and our 


fave websites to make your holiday shopping a bit less stressful. Sure, it’s great to give, 
but wouldn't it be fun to receive some of these great gifts as well! 


Back in Time with Walt & Co. 


We might be prejudiced, but if Santa was just going to bring us one gift this 
holiday season, it would have to be this lavish Walt Disney Animation Studios 
The Archive Series: Story book, which costs about $50. This handsome 240- 
page hardcover is one of those book/art 
~~. scrapbook offerings that Disney Editions 
(aur a¥onev has been offering around the holidays 
ANIMATION STUDIOS each year. If you were lucky enough to 
i receive the 2007 big, fat Mickey Mouse 
/4 th collection, you'll know what to expect 
wi from this year’s volume. An intro by John 
Lasseter kicks off an illustrated journey 
through the studio's story development 
process. With artwork by the likes of Bill 
Peet, Don DeGradi, Roy Williams, Ub 
Iwerks, Burny Mattinson and Vance Gerry, 
the chapters walk us through Golden Age 
classics such as Steamboat Willie, Snow 
White and the Seven Dwarfs, Bambi and Pinocchio through later efforts such 
as Alice in Wonderland and 101 Dalmatians. The studio's preservationists 
have come up with some never-before-seen reproductions (presented in all 
their glory, with notes, flaws and even hole punches) that require white glove 
treatment. Nobody will ever want to see the slightest wrinkle or, god-forbid, a 
trace of a fingerprint on the pages of this beautiful object. 








Grip Pen Paradise 


If you want to see the eyes of animator light up, 


just mention the name Wacom in conversation. 
The company's Cintig family of interactive 
pen displays have a way of casting a spell on 
anyone who has experienced their precision 
a 


and control. The newest additions to the 
family—the Cintiq 12WX ($999) and the Cintiq 
20WSX ($1,999) —both deliver the smooth 
performance we've come to expect from 
Wacom's pen and LCD monitor technology. 
You don't have to know that the Cintig Grip 
Pen features 1,024 levels of pressure sensitivity 
to love this slickly designed tool. If you're = —— 
looking for something more economical (and ~ > 
more gen. population-friendly) there’s always 

Bamboo ($79) and Bamboo Fun ($99), the outfit’s new line of pen tables 
that plug into computers and allow users to jot notes by hand, mark up 
documents, make sketches and doodles and handwrite e-mail. 
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A Vigilante for 
All Seasons 


We know a lot of fan-boys out 
there can’t wait until Frank 
Miller’s feature adaptation of 
Will Eisner’s beloved comic 
book The Spirit arrives in select 
theaters in late December. 
The team at 
Dark Horse 
Comics 
may have 

a few 

items that 
will keep 
die-hards 
happy until 
tnaft date. 
First up, there’s The Classic 
Spirit Mini-Bust, which is based 
on original concept art by 
Eisner and created by sculptor 
Tony Cipriano. The 4.5” x 7.5” 
tall mini-bust comes with a 
Central City manhole cover 
and will set you back about 
$70. Wait, there’s more! You 
can also get a Spirit Snow 
Globe 
IA, 
Spirit Light- 
Up Journal 
COA, 
Spirit 
Lunchbox 
(S147 7 on 
the 2006 
DC Comics’ Batman/The Spirit, 
in which the two graphic icons 
meet face to face ($3.99). 

All of these hot items can be 
ordered at www.itfaw.com 
(Things from Another World 
website). Fighting for justice 
was never so Consumer- 
driven. 


LAN ANIZVOVANOILVIAINY MAM 
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10 Must-Have DVDs of the Year The New Sock 








ae Looney Tunes: Golden Collection, Vol. 6 (Warner Bros.) Monkey Calendars 
3 Walt Disney Treasures: The Chronological Donald, Vol. 4 (Disney) Are a ere 
oe, WALL? E: 3-Disc Special Edition (Disney) 
E Peanuts Holiday Collection (Warner Bros.) O fe GW INE Gresios) elie! mcs) 
(*) Kung Fu Panda (Paramount) Jevierciice) holiday gifts is the 
classic monthly wall calendar. All 
rT SpongeBob SquarePants: Season 5, Vol. 2 (Nickelodeon) you have to do is match your gift 
<a Batman: The Complete Animated Series (Warner Bros.) recipient's taste (favorite animated 
5 Avatar: The Last Airbender: Complete Book 3 (Nickelodeon) or comic-book or live-action char- 
< The Yogi Bear Show: The Complete Series (Warner Bros.) Stove) SUE the calendar WELT: 
5 Foster’s Home for Imaginary Friends Seasons | and 2 (Cartoon Network) lite SHAEIer OU eM Sole: Mille 
E they will 
= USe eVe;ry 
< ; , day of the 
S A Cat, a Mouse and a Bouncing Brick veer. FS: 
S the pur- 
O ne of my crazy neighbors once assured me that it’s perfectly healthy to pose of this 
feel nostalgic for a by-gone era way before you were even born. Well, guide, we 
ibe ARR Rg es that’s how a lot of people feel about visited the 
Krazy & Ignatz George Herriman’s celebrated Krazy Kat local Bor- 
——~~_ comic strips. The dream world of Krazy Kat der's book- Jos 
and Ignatz Mouse ruled U.S. newspapers store's “ ay) 


between 1913 and 1944. Nobody can 

| really understand the weirdo love triangle 
= | between Kat, Ignatz the mouse (who gets 
a kick out of throwing bricks at Krazy’s head) and the protective police dog, 
Officer Pupp. The team at Fantagraphics 
obviously knows how much art collectors 
and comic fans adore Herriman’s creations, 
because they've put together the glorious 
600-page (9” x 12”) hardcover, Krazy & 


special calendar section, and 
discovered a huge increase in the 
variety of featured characters: Tin- 
ker Bell, SoongeBob SquarePanis, 
Mickey Mouse Vintage Shorts, 
WALL®?E, Fraggle Rock, Marvel He- 
roes, Wallace & Gromit, The Nighi- 
mare Before Christmas, Dr. Seuss 
and Pixar Favorites are only a few 
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Ignatz: The Complete Sunday Strips 1935- 
1944, Designed by none other than comic- 
book artist Chris Ware and edited by Bill 
Blackbeard, this fine collection is going to set 
you back $95, but it’s worth every penny. If 
you missed the first limited run of the 1925- 
1934 collection, Fantagraphics has a Second 
Edition in the works, so save that holiday 
cash from Grandma to snap up one of the 
600 copies as soon as possible! 





. A Taste for Chowder 


AW Th are certain ways to spot a true fan of Cartoon Network's 

1 Emmy-winning Chowder series. Not only will they be able fo Tell 
= you every plot synopsis for each of the 22 episodes produced, 

they'll know that the creator C.H. Greenblatt used to work 

on SpongeBob SquarePants, and that he designed the main 
character of his show with the image of a child's soft squeeze toy 
in mind. Sadly, not a lot of merchandising has been on the market 
for the two-year-old show, but we found a great t-shirt for $16.95 at 
www.cartoonnetworkshop.com and the first volume collection of 
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the show on DVD (unfortunately only 10 episodes are included on the : —_ 
110-minute disc) for $9.99 on amazon.com. This will keep us all happy ——_— 
until the official Chowder cookbook comes along one day. , 





of the familiar ones. Even old-timers 
like Tweety Bird, The Flintstones, The 
Jetsons, Bambi, Sleeping Beauty 
and Tom & Jerry get their own 
monthly showcases. Of Course, YOU 
really can't go wrong with either 
the 2009 Domo or Sock Monkey 


calendars! Visit www.calendars. 
com for more. 
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The Main Mouse at 80! 


xactly 80 years ago, on November 18, the screening of a little black-and- 

white cartoon called Steamboat Willie established Mickey Mouse as a true 
star of the silver screen. Written and directed by Walt Disney and Ub Iwerks, this 
wonderful seven-minute short went down in history as the first animated short 
film with a completely post-produced soundtrack of music (courtesy of Disney 
animator Wilfred Jackson) and sound effects. To honor the timeless mouse’s big 
80th birthday, we went searching for items that would be great mementos of the 
little guy’s big debut and found an amazing 36”-tall Limited Edition Collectible 
Steamboat Willie figure on disneyshopping.com, but the price ($499.95) may only 
appead to junior moguls! 

Fortunately, the website also offers a smaller hand-painted resin figurine by Jim 
Shore for $40 and a wonderful lithograph which was created by Disney artists for 
the U.S. Postal Service’s summer of 2008 Art of Disney stamp collection ($39.50). 
We also have our eye on the special 80th Anniversary Plane Crazy Snow Globe, 
which highlights the first Mickey Mouse cartoon made 
by Walt Disney in 1928. On sale for $69.99 this month, 
this beautiful globe has a rotating outside ring, which 
takes Mickey's plane on a wild flight, while Minnie and 
her pantaloon parachute moves up and down inside. 
We also recommend the classic Walt Disney Treasures: 
Mickey Mouse in Black and White DVD, 256 golden 
minutes of everyone's favorite rodent, and Walt Disney 
Treasures - Mickey Mouse in Death Valley, a companion 
168-page comic-book paperback by Gemstone 
Publishing featuring epic adventures first Published 
between 1930 and 1949. We just know Donald Duck is 
sitting somewhere and sulking big time about all these 
goodies! 


ee se) 
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Attack of the Holiday Movie Tie-Ins! 


WwW" DreamWorks’ Madagascar: Escape 2 
Africa, Disney's Bolt and Universal's Tale of 
Despereaux duking it out at the box office this 
lisna&"s Serae< Olosiie Taw fleliciey) soiecti ies Wo) surprising ue soe <0 many 
(REX Toys) tie-in toys in stores vying for our gift-buying dollars. 
Take your pick: You can fall for the numerous plush 
toys from the Madagascar clan's African journey 
(how can you say 
no fo those darn 
cute penguins or 
dancing lemurs?) or pick Up various 
versions of this year’s Hollywood 
pooch Bolt. If you like fighting for the 
Underdog, 
Nightmare Before Christmas Head maybe you'll 
Knocker (NECA) consider 
Tweety Computer Sitter the many 
Bobblehead (FUNKO) different versions of Kate DiCamillo’s gentle 
Star Wars: The Clone Wars Voice Tale of Despereaux (yes, there's even a 
Changer (Hasbro} graphic novel version) out in bookstores. So 
Family Guy Night Time Lois & Peter far, we haven't seen any tie-ins for Waltz with 
Set (Mezco) Bashir, but you never know! 

Source: amazon.com 11/7/08 





10 Hot Toys 
and Collectibles 


Bakugan Starter Pack 
(Spinmaster) 


Elmo Live (Fisher-Price) 





EyeClops Night Vision Infrared 
Stealth Goggles (Jakks) 


LEGO Star Wars Imperial Dropship 
(LEGO) 


Cranium Hullabaloo (Hasbro) 
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Companies, Characters and 
Creativity Benchmarks 


A few of our fave toon-related anniversaries of 2009 


25 Years 
All Roads Lead to Film Roman 


| t's a much sought-after right of passage for 
animation studios to reach the point where the team 
can sit back, relax and let an admirable body of work 
speak for them. Though they tell us that they “don’t 
like to toot their own horn,” the in-demand crew at 
Burbank, Calif.-based Film Roman has developed a 
comfortable, yet ever- expanding, legacy over the last 
25 years. Founded in 1984 by award winning animator/ 


director Phil Roman, who cut his teeth working with Bill Melendez and Ralph 
Bakshi, Film Roman has built a reputation for A-class animation both for children 
and adult prime-time audiences. Though many in the industry during these first 
years considered TV animation a dead business, Roman and his crew proved 


them dead wrong. 


Now operating under the Starz Media umbrella and the leadership of CEO Kent 
a) Rice, Film Roman launched onto the scene by producing a 
» LJ number of Garfield television specials—every one of them 
=» an Emmy winner or nominee. Additional kids properties 
aac like Bobby's World and Mother Goose & Grimm soon 

joined the flock, and in 1994 the studio hit its stride when It 
assumed production of FOX's long-running prime-time hit, 

- The Simpsons. The studio expanded into this older-audience 
territory with The Critic, the breakout first season of Family 
Guy and the full run of King of the Hill. Perhaps Film Roman's best-known work, 
The Simpsons shows the evolution of the studio's skill, style and technology 







ti 





throughout its unstoppable run. 


As for the secret of Film Roman's success (besides, y’know, hard work or 

whatever), our contacts at the studio have one word: Carbohydrates. The 
studio shells out over a o ou dollars a year on Monday morning bagels, as well 

i as $7,000 for donuts on Wednesdays to 
beat that midweek slump (Homer accounts 
» for about $4,500 worth of those donuts). 
" Hopped up on chocolate glaze, the team of 
™ talented animators punch through deadlines 
¥ } with enough time to do some decorating: 
© Take a stroll through the artists’ cubes at 
Film Roman and you'll see walls covered in 
} & sketches, concepts and rude caricatures 
5 eee Their Tig ay attitude has clearly paid off; in addition to the 
nonstop production machine at work on Simpsons, the studio recently turned 
out the anime-inspired DVD project Dead Space: Downfall (based on EA’s horror 
release Dead Space}, is hard at work on under-the-radar preschool hit Wow! 
Wow! Wubbzy! and will be handling animation for ABC's 


Upcoming Mike Judge project The Goode Family. 


Whether working with outside partners to bring quality 
animation to an array of projects or tackling home-grown 


productions, Film Roman brings some of the best artists, 


storytellers and experienced team leaders to the table. 


And bagels. 
Website: www.filmroman.com 








King of the Fill 
LJ 





Toon Titans in a Half Shell 


W hether you grew up thumbing through 
their comic books, kicked back with 


g pizza to watch their cartoon adventures in 
your college dorm or even raised a little ninja 
who demanded fo be called “Donatello” 

at all times, chances are Mirage Studios’ 
amphibious crime fighters the Teenage 
Mutant Ninja Turtles have touched (or karate 
chopped) your life in the last 25 years. 

Co-founders and TMNT creators Peter Laird 
and Kevin Eastman established Mirage in 
1983. The studio's name was coined by the 
two because they believed that working 
around Eastman’'s kitchen table was more 
of a “mirage” of a studio than an actual 
workspace. Current CEO Gary Richardson 

shares another anecdote from the 
early days of the studio: “When 
sending the first issue of the 
TMNT comic book, we used 
a local printer who had 
never printed a comic 
book before. Because 
of our inexperience, we 
didn’t think to specify the 
size ... Which is why the first 
issue IS AN over-sized book!” 
Despite the awkward rookie 
years, TMNT took off, launching 
a comic and cartoon empire 

recognized the world over. In 

addition to starring in several TV series (most 
recently TMNT: Back to the Sewer) and both 
live-action and animated features, the Turtles 
have spawned a Top 40 hit theme song, been 
interviewed by Barbara Walters and featured 
in a Smithsonian exhibit! 

In honor of the Turtles’ quarter-century 
landmark, Mirage Is hard at work on a three- 
part animated television special starring the 
righteous dudes. Fans can also “Join the Shell- 
ebration” through a series of events in major 
cities (whimsically called “Galabungas”), 

a cross- country tour and a collaboration 
with a charitable cause to give back to 
the community. We're sure there will be a 
bodacious marathon or two to keep fans 
young and old totally turtled-out as well. 
Website: www.ninjaturtles.com 
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The Sponge King of Toon Town 





M aybe It’s all the flashing colors, rapid-fire humor, psychedelic animated dance numbers or all the hours soent chomping sugary 
cereal during his on-air marathons, but we could have sworn the world’s most popular sea critter had burst onto the scene (and 
rioped his pants) only yesterday. Yes, readers, you are getting that old: SpongeBob SquarePants has been 
lighting up TV sets for 10 years now! 
Created by animator, artist and former marine biologist Stephen Hillenburg (who used to be a 
producer on Nick's Rocko's Modern Life) this manically energetic show follows the exploits of a friendly 
J} sea sponge who makes his home in a pineapple in the undersea hamlet of Bikini Bottom. In between 
jellyfishing, flipping patties at Mr. Krab’s fast food joint and trying to out-chop his pal Sandy the squirrel in 
their ongoing karate contest, SoongeBob finds plenty of time to get in to mischief (Usually with his 
| ) best friend, Patrick, a dimwitted starfish who lives under the rock nextdoor). While the out-there 
3 ~) Concept raised a few eyebrows in Toon Town, SoongeBob has gone on to become an 
oa international household name—talk about thinking outside the box (although the main 
character is kind of a square!). 

“| think we all Thought the show would be good, but | didn’t ever assume It would catch on in a 
mass audience sort of way,” Hillenoburg told Biography. “Just seeing all the products out there and 
complete strangers wearing a drawing of a character that you created ... it’s both wonderful and strange.” 

: The first official episode of SoongeBob aired on Nickelodeon in July of 1999. Since then our energetic, 
\\ VA ~ absorbent hero (voiced by the hilarious Tom Kenny) has appeared in six seasons of the series, a theatrical feature, over 
i 
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Poe 2 dozen TV and DVD specials and 11 shorts. And in the midst of this jam-packed toon schedule, SoongeBob managed 
// to get his mug on every piece of L&M under the sun! (What kid could say no to a SpongeBob ear thermometer?) 
Though there have been many attempts to mimick the trademark zaniness of this modern classic toon (you know you've 
made it when every show pitched since your launch dubs itself “the next SoongeBob”), the very best thing about the show is its 
inimitability—well, that and the sea shanties. 

After a production hiatus in the early 2000s created a veritable panic amongst fans and sparked dozens of online petitions to keep SoongeBob 
alive (fears were misplaced, as the show resumed production shortly after the theatrical feature was released}, the industry has realized just how 
invaluable a mold-breaking show like SoongeBob SquarePants is, both to fans and as an inspiration to aspiring artists and animators. (The show has 
put Nick on top of the Nielsens’ cable ratings chart consistently.) We’re sure Nick's president of animation Brown Johnson and the dedicated team 
in Burbank will keep a place for ‘Bob and his pineapple for at least another 10 years. 

Website: www.nick.com 

















Rootin’ Tootin’ TouTen 


p ossessed of an indefatigable joie de vivre, a certain je ne sais quois and just a touch of ou est mon 

pamplemousse, the folks at TouTenKartoon have always been able to deliver animation of an international 
caliber. Originally founded in Paris, France, by current president Jean-Louis Rizet in 1998, TouTenKartoon built a | 
reputation for impeccable work and soon expanded with a second studio across the pond in Montreal, Canada, 

_ which this year celebrates its 10th anniversary. The toon house has since established a third studio in Angouleme, 

France. The international team of 3D and 2D digital artists is now helmed by Rizet, with CEO Laurent Donnay 

leading the Montreal-based crew. 

The studio's showcase project is Marathon Production’s Tofally Spies!, an anime- 
influenced spy romp about a team of totally gorgeous teen super sleuths that travel the 
world foiling villains with their killer fignt moves, high-tech gadgets and fabulous hair. The 
bright and bubbly comedy-adventure series has proved so popular that TouTenKartoon 
has been recruited to deliver Totally Spies: The Movie. The action packed flick will hit F ! ; 
theaters in France next summer and will arrive on DVD in the U.S. as well. Despite the = | fren 
popularity of these toon gals, the studio tells us they are most proud of their work on EAT) 
another Marathon toon, extraterrestrial adventure series Martin Mystery. 

With a crew that lists their silliest endeavor as a 3D scene done with 2D tools and their 
idol as Bugs Bunny, you know the team at TouTenKartoon lives and breathes animation. 
Whether they're churning out 3D aliens on Monster Busters Club or tweening the 
animated antics of Fred’s Head, TouTenKartoon will continue to play a key role in the 
production of quality toons. 
Website: www.toutenkartoon.ca 
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10 Years 


10 Years of Toonz with an Exquisite Indian Flavor 


O ver the past decade India’s economic growth, especially in the tech and entertainment fields, 2 
has turned the couniry into a major destination for international producers seeking efficient, ; 
quality animation production. More recently we have seen the rise of home-brewed animation y * 
projects in the region. Throughout this remarkable period of growth and transformation, Toonz Toon? ANIMATION 
Animation India has been leading the drive towards perfecting skills and promoting Indian culture 

and storytelling through animation. 

Founded in 1999 by the late business and technology guru G. A. Menon, Toonz Animation India is currently helmed by 
globetrotter CEO P. Jayakumar. The studio is located in Trivandrum, known for its IT and biotech industry as well as for 
hosting India’s only animation park. Toonz has quickly emerged as a jack-of-all-trades house, 
offering traditional and digital 2D, 3D and stop-motion animation on top of pre-production and vfx 
services. The studio has built its reputation by working with industry top dogs like Marvel, Cartoon 
pontan rn Network and Disney, among others. lfs colorful original series, The Adventures of Tanali Raman, 

kicked off on Cartoon Network India in 2003 and has become its most popular project. The series, 

based on Indian folklore, follows the exploits of a king’s favored courtier with many enemies who 
must use his wit and charm to overcome the obstacles they throw at him. 
Western audiences will be able to check out one of Toonz’s latest 2D projects when the action- 
® packed comic-book adventure series Wolverine and the X-Men launches in February. Also in the 
works Is Gd co-production with L.A.-based Hyde Park Ent. and Gang of 7 Animation on a feature- 
length CG adaptation of Wizard of Oz author L. Frank Baum’s The Life and Adventures of Santa 
Claus. Deeply inspired by Pixar honcho John Lasseter and touched by an untiring drive to succeed, 
Toonz Animation is an international player we'll continue to hear from in the years to come. So, if you see Mr. Jayakumar’s 
limo stuck in Trivandrum traffic, be sure to wave hello! 
Website: www.toonzanimationindia.com 
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An Inspirational Legacy: The Chuck Jones Center for Creativity 


t seems not a month goes by without the name of legendary Looney Tunes 


animator Chuck Jones gracing our pages. If it’s not another beautiful C ) uc EV 
collection of his work on DVD or in a glossy-paged book, it’s industry vets and Ow 


7 Up-and-comers alike citing him as the man whose work sparked their love for .e nN fer fo : al 
animation. While toon fans have sorely missed Jones since his passing in 2002, ati 
for the last 10 years The Chuck Jones Center for Creativity has been nurturing his res rv il | 


legacy and using his art to inspire future generations of creators. 
Lead by a board comprised mostly of Jones’ family members, the Chuck Jones Center seeks to inspire new ways of 
| thinking through creativity, both on a local scale and all over the world, with a focus on helping children find a love of 
| art and appreciation of their own creative abilities. The Center utilizes its massive archive of Jones’ work and Its financial 
| , resources fo inspire with gallery exhibitions, educational outreach and artist recognition 
for students and indie filmmakers, such as ifs 2008 partnership with the Newport Beach Film 
Festival (Jones spent his childhood and later life in the city). 
Despite its inspiring focus, the Center maintains a touch of Jones’ silly humor, as 
chairman of the board of directors (and grandson of the celebrated artist) Craig Kausen 
shares: “We donated a large mural to a children’s hospital based on the cartoon What's 









' Opera, Doc? that included Bugs Bunny, Elmer Fudd, What's Opera, 5% 
' spears, horned helmets and references to ‘Kill da Doc? 
wabbit’ ... If was quickly dubbed the ‘Death Mural,’ so we replaced it with a happy 


rendition A Bugs and Daffy dancing on stage.” @. md 
Future endeavors at the Center include a series of web-based educational programs = 

using highlights of the documentary Chuck Jones: Memories of Childhood (2008), 

which mixes new and archival material to explore the roots of adult creativity in 

childhood experiences. Whatever else the future holds, the CJCC will continue to serve 

the animation community through inspiration. 

Website: www.chuckjonescenter.org 
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10 Years 


$4: The Best Solution for Identity Crisis 


Ww" all the great advances in animation and vfx software, animated magic has 
seeped into all corners of the entertainment industry, offen squeaking past the 
radar of your average viewer. But every once in a while there’s a commercial or show 
promo that manages fo raise an eyebrow in its few seconds on screen, and make 
you wonder just how they did that. One of the great “theys” of broadcast design (not 
to Mention animation and effects), $4 Studios, LLC celebrates its 10-year anniversary 
this year. 

Founded in the fall of 1999 by Geoffrey Kater and Dale Hendricks, $4 Studios sits in the very heart of Hollywood, in prime 
position to offer their skills to the key entertainment players they call their neighbors. The studio is now run by CEO Kater 
and current co-owner Larry Le Francis, who function as creative heads for $4’s projects. 

‘| | Some of their best known and most recognizable work is broadcast identity 
branding for NBC Universal’s Universal HD and niche networks like mysteries hub 
Sleuth and horror destination Chiller. Created by Kater, Le Francis and creative 
director Thomas Helmintoller, the Chiller package (which launched in 2007) 
consisted of various length teasers, graphics packages and a 90-second promo. 
These materials caught the attention of the CG community and garnered props for 
the studio as a skilled design house. 

The spooky crew at $4 has also recently launched Theatre $4 for the web; an 
original content destination which will feature creepy animated shorts along a 

horror theme. The first of these, Flash-animated Fraidy Caf, has picked up a lot of online buzz for its unsettling depiction 
of an elderly apartment dweller pushed too far. As for what keeps the folks at $4 Studios going, “We love creating great 
animation and cool visual effects,” Kater says, “Also, it beats selling insurance policies.” 

Website: www.s4studios.com 
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Ten Years at the Top 


O ver the past several years, the trend toward outsourcing as well as the thriving animation markets in 
Japan and Korea have lead to the growth of a sparkling new animation industry across Asia. One of the 
leaders in this emerging market is Philippines-based Top Draw Animation. TV animation veteran Wayne Dearing 
founded the studio in November of 1999, and over the last 10 years has built a remarkable team of local artists 
and production heads who deliver high quality 2D animation for many popular kids’ shows around the world. 
Dearing runs the company as managing director, while his wife Stella serves as general manager. a 

Working in state-of-the-art facilities in the heart of Manila, Top Draw’s 600-plus artists crank out beautiful animation Wayne Dearing 
for international players like France's Xilam and Samka Productions, Cartoon Saloon in Ireland and Canada’s Studio B Productions, with 
which Top Draw maintains a strong, multi-oroduction relationship. With each of these cooperative experiences, the growing studio gains 
shared knowledge and insight to incorporate into the developing culture of the company. In turn, visiting studios get a glimpse at the scope 
of the Asian animation industry: “People are always surprised when they visit us by the size, quality and substantial nature of our facilities, as 
well as by the size of our large team,” Dearing tells us, noting the studio’s in-house slogan, “Big enough to 
matter, small enough fo care.” 

The real turning point in Too Draw’s evolution came when the studio adopted Flash technology into 
its pipeline in 2003. The cost effectiveness and ease of use in working with Flash supported Top Draw’s 
continual growth and allowed them fo take on more and more projects. Today, Flash-based digital 2D 
comprises about 80 percent of work produced at the studio. It’s a good job they've 
found a way to keep up, because by the end of 2009, Top Draw will have completed 7 
more than 500 half-hours of animated series! The studio's production roster includes Being lan 
Being lan, Ricky Sprocket: Showbiz Boy, George of the Jungle, Class of the Titans, 

Eliot Kid and Skunk Fu!, to name a few. Being lan (for Studio B) has won numerous awards in Canada, and has been 
awarded funding via the prestigious Shaw Rocket Prize for outstanding Canadian children’s programming. Additionally, 
two of Top Draw's most popular titles have nabbed U.K. BAFIA Award nominations this year: Skunk Fu! and Eliot Kid. 

Regardless of the international recognition, Dearing and his team are just happy to be part of the business. “Animation is a lifestyle 
business, and it’s become an integral part of our own life style,” he says, “Let's face it, we don't have to grow up. We get fo travel the 
finer places around the world and get to play with other people all over the world who also didn't have to grow up!” 

The Top Draw crew Is currently kicking off the start of its second decade in the biz by going into production on the second season of 
Studio B's Martha Speaks (airing on PBS KIDS) and Samka’s Invisible I.N.K. series about a team of kid freedom fighters (the Intelligence 
Network of Kids) who use their super spy abilities to try to prevent their cool school from falling victim to the tyranny of its wicked deputy. 
With an ever-growing, ever-improving team and a global reputation, we can't wait fo see the wonders Wayne and company will pull out 
of their sleeves next. 

Website: www.topdrawanimation.com 
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"As the title suggests, Toon Boom Animate is built with one type of user 
in mind - the animator, The way it works simply makes sense, and it took 
me about as much time to /earn as it did to open the box. Like many 
digital artists, | use a variety of software packages in my productions, 
and Animate has already become a mainstay in my toolbox. “ 

Aaron Simpson, Founder of ColdHardFlash.com and Lineboil.com 


"hy 





Montreal, Canada ) Paris, France 
a toonboom.com | 
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10 Years 


Atomic Cartoons: A Decade of Bringing Their A-Game 





O ver the past decade, Vancouver-based Atomic Cartoons has utilized its artists’ 
exuberance, talent and technical skill in both traditional cel and Flash-based animation 
to churn out some of the most successful new 2D series of the past decade. 

Atomic was founded in 1999 by Olaf Miller, Trevor Bentley, Mauro Casalese and Rob Davies, who were united by their 
shared “addiction” fo animation and admiration for toon greats like Chuck Jones and Maurice Noble. Now one of 
Canada’s most prolific studios, Atomic Cartoons built its reputation by doing pre-production and animation for industry 

. heavy-weights such as Cartoon Network, Warner Bros., Film Roman, Nelvana, 
and Disney. Atomic provided their talent on everything from comedy, to pre- 
school, to all-out action adventure. In their early years ey became widely 
known as Flash animation pioneers, 
churning out online shorts such as 
Chuck Jones’ Timberwolf during 
the Internet boom of the early 
2000s. Alluding to the many adult 
themed shorts that they covertly 
produced during this time, studio 
partner Olaf Miller jokes they created, 
“A lot of Internet cartoons during the ™® | 
dotcom era | can't discuss.” Today, Atomic’s founders (from left) Mauro Casalese, 
Atomic continues to offer a wide range of service work—everything from Olaf Miller, Rob Davies and Trevor Bentley 
character design to post-production—but Its their soarky crop of home-brewed 
characters that have really put this go-getter studio on the map. 

Atomic’'s breakout proprietary series Atomic Betty (co-produced by Breakthrough Films) launched onto the TV scene 
in 2004, debuting on Canada's TELETOON and Cartoon Network in the U.S. Since then, 
the sounky space girl has blasted off to over 100 countries, buckled three seasons 
and an hour-long Christmas special under her utility belt and won over fans across the 
galaxy. The show follows Betty, the brainy little girl-next-door from Moose Jaw Heights 
who is harboring a secret: When the universe is in trouble, she becomes a karate- 
chopping space age superhero! Together with her brilliant robot X-5 and hyperactive 
co-pilot Sparky, she defends far off planets from the villainous Supreme Overlord and 
other baddies. With its colorful action sequences, energetic humor and ‘60s futurist style 
designs (reminiscent of Hanna-Barbera’s sopace toon The Jetsons), Betty has earned 
nominations for a whole bushel of awards, from the Annie to the BAFTA. 

Their second proprietary property, Captain Flamingo (also produced with 
Breakthrough, as well as Heroic Film Co. and PASI Animation), has been winning over 
audiences across the English-soeaking world since 2006. Atomic recently announced 
that the caped (and beaked) mini-hero has wrapped his third season, and viewers | 
simply can’t get enough. Captain Flamingo is actually a young boy named Milo, who deals with the usual dramas of » 
youth (younger siblings, long lines at the ice-cream truck) ... but when a little kid is in trouble, all they have fo do Is yell 
out “Uh oh, Flamingo!” and Milo transforms into a pink-clad problem solver. Although he usually bumbles his rescue 
attempts, with the help of his friend Lizoeth—who harbors a not so secret crush on the 
dashing hero—Captain Flamingo always pulls through and saves the day. 

IN addition to these well-loved pint-sized superheroes, the untiring team at Atomic 
continues fo live up to its motto of “Create, Produce, Deliver, Repeat” and has plenty of 
oroprietary productions and co-productions in the pipes: Mythunderstood, Task Force 
Shaman, Bros. Unicorn, Randomations, Big City Birds, Sokator 442, Punktuition, Disc Bots, 
Secret Agent Band ... just enough to keep ‘em busy. 

Though their creative juices may churn out everything from laser-blast filled soace 
adventures to fantasy quest epics, these projects are all united by an attention to detail 
and obvious love of the medium. As for their rapid rise to the top, Miller attributes their 
success to a positive attitude ... or to being completely oblivious to pain. Whatever 
the cause, we're definitely psyched for their upcoming “zombies-meets-space aliens- 
meets-Anne of Green Gables” project—even if they are pulling our legs, we're sure 
they’re the only toon house crazy enough to make it work! 

Website: www.atomiccartoons.com 
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Five Years of the Lux(e) Life 


\ estled on the ouiskirs of Northern California’s Silicon Valley in San Mateo, Luxology LLC has been answering —s 
the animation community's software needs with significant insight and ingenuity since Its launch in 2002. The company is helmed by its trio of tight- 
knit founders: Chief scientist Allen Hastings, CTO Stuart Ferguson and president/CEO Brad Peebler. The company evolved out of their shared experiences 
working at NewTek on the LightWave 3D project (created by Hastings), for which Hastings and Ferguson won an Emmy in '93. With Hastings’ pioneering 
3D software programming work, Ferguson's devotion to interface design and Peebler’s dedication to helping digital artists through support, tutorials and 
training outreach, the team was able to create and continue to improve upon one of the most important programs in the industry today: modo. 
Launched at SIGGRAPH in 2004, modo quickly became a well-used tool amongst animation and effects firms riding the wave caused by the surge 
Watch created in modo by Ryan Drue in 3D animation’s popularity. Industry trend-setters like studios Digital Domain, The Embassy and Pixar soon 

= mn incorporated modo into their pipelines, sending Luxology on a journey of improvement and innovation over the 
next five years. The second generation, modo 201, added 3D painting and won an Apple Design Award in 2006. 
The latest edition, 302, incorporates years of improvements such as UV editing; sculpting; camera, light and 
morph animation; and a brand new physical sky and sun model, among many others. Plugging away under 
the slogan “modo Is for artists,” the crew in San Mateo continue to develop the Kind of crucial new tools and 
integrated features that keep this modeler at the top of the line. 

Modo has proved to be a versatile tool, and has been used to create characters and concepts across a 
broad spectrum of films, commercials, videogames, architecture and intererior design, to name a few. Recenily, 
modo has featured in the theatrical romp The Ant Bully and was used exclusively to model the character EVE in 
Disney/Pixar's WALL *E. With team leaders with a “strong aversion to meetings,” who honor artists with a constantly updated gallery of user images, keep 
a robotic bartender on hand and list classic game programmer John Carmack (Wolfenstein 3D, Doom, Quake} as their role model, we can't wait to see 
what amazing CG feats modo will have accomplished in another five years! 


Website: www.luxology.com | 
— — , —S— ll 
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One Tough Cookie: Cookie Jar Celebrates Five Years of Fresh-Baked Toons 


Ww". you combine a love for children’s entertainment with a desire to help nurture and educate them through endearing stories, colorful 


characters and home-grown learning, you get something very special; no, not that industry dirty word 
“edutainment”! We're talking about kids’ programming powerhouse The Cookie Jar Group. Comprised of Cookie euniia== 
Jar Entertainment and Cookie Jar Education, CJG seeks to use their slate of well loved characters to amuse and = — 
educate children both at home and in the classroom, and if their snowballing success over the last five years is COOK! a 
anything to go by, we'd say they're succeeding. What else would you expect from a company that holds up 
S@ren Kierkegaard to the candle many in our industry reserve for Walt Disney? 

Cookie Jar rose out of the ashes of former Toon Town goliath CINAR when Nelvana helmers Michael Hirsh and 
Toper Taylor purchased the operation in 2004. After rebranding the enterprise under the new name—which they 
tell Us was actually suggested by author and illustrator Huck Scarry, who was a consultant on the company’s 
Hurray For Huckle! series—Hirsh and Taylor set out to build upon the existing catalogue of children’s shows, and in 
the process developed an international programming empire with offices in Toronto, Quebec, Paris, Los Angeles and Tokyo, 
among other places. Hirsh and Taylor currently serve as CEO and COO, respectively. 

CJG has most recently succeeded in acquiring several classic American Greetings Properties projects through their newly 
included subsidiary, DiC. Some of the newest franchises to join the Cookie Jar roster are Care Bears, Strawberry Shortcake 
and Inspector Gadget. These join perennial childhood favorites like Arthur, Caillou and Gerald McBoing Boing as well as 
more modern action-adventure series like Johnny Test, Spider-Riders, World of Quest and Magi-Nafion. 

In addition to a plethora of established shows and characters, Cookie Jar is also constantly seeking 
tf) a: new and fresh ways to entertain and inspire children. Two upcoming projects that have the CJG crew 

excited are Mudpit, an animated/live-action combo series aimed at tweens, and Ugly Americans, 
which Is targeted for primetime. 

With so many well loved properties to keep track of, It’s amazing how Cookie Jar manages to stay on 
top of if all. Much of this is due fo the tireless vision shared by Hirsh and Taylor for the company; “We want 
to have fun, learn and grow as individuals and as a company,’ they tell us wnen asked why they stay 
in our turbulent business. They strive to create an environment for their projects which encourages both 
immersion and energetic debate to ensure that the final product will stand the test of time and that very 
fickle audience: kids! 

Website: www.cookiejarcompany.com 
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What About Felix? 





ieneven | 1orgoilen the big anniversaries of Felix and all your other favorite characters! We're just saving 
those for the next issue! 
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From Dragon Ball Z 


to Eternity: 


At 15, FUNimation takes the anime revolution 


merican fans of Akira Tori- 

yama's hugely popular 

manga Dragon Ball Z are 
forever indebted to Texas-based 
FUNimation, which licensed the 
property over ad decade ago. Un- 
der the leadership of Gen Fukuna- 
ga, the brand-management com- 
pany has continued to import in- 
demand anime gems from Japan 
during the past 15 years, and is 
branching out in different direc- 
tions to keep up with this fast- 
evolving sector of the entertain 
world. 

“Back when we started, you 
couldn't find any mass-market 
tyoe of anime properties in the 
U.S.," recalls Fukunaga. “Other 
than older classics like Soeed Rac- 
er, most of the anime was sold in 
very niche VHS markets. Then with 
the arrival of Pokémon and Drag- 
on Ball, anime really started to 
take off around 1998.” 

A high-tech entrepreneur, Fuka- 
naga, who had lived in Japan 
back when he was in eighth 
grade, took advantage of this 
great void in the market. “In those 
days, all you got on U.S. TV was 
Road Runner or Disney stuff, while 
when | went to Japan, | was able 
to enjoy all this multi-layered dra- 
matic animation about giant ro- 
bots and shape-shifting creatures 
which wasn't all sugar-coated.” 

FUNimation was acquired by Na- 
varre in 2005, but if continues to 
track down the anime titles that 
have potential for drawing fans 
outside Japan. It recently acquired 
several titles licensed through Ge- 
neon’s U.S.A. division and ADV 


Films. Last year, the Company bought 
the rights to Vexille, Snhochiku’s sci-fi toon 
helmed by Fumihiko Sori (Appleseed). 


to new platforms. 
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Other recent FUNimation acquisitions 
include Samurai 7, Claymore, Darker 
Than Black, D.Gray-Man, Tsubasa: RES- 


ERVoir CHRONICLE, 
Yu Yu Hakusho, Full- 
metal Alchemist 
and Suzuka. With all 
these hot titles in tts 
arsenal, it’s not sur- 
prising that FUNima- 
tion is estimated to | 
be leading the $300 Gen Fukunaga 
million anime DVD 

industry in the U.S. 

Fukunaga says he’s also look- 
ing forward to February when 
the company will release the 
eagerly awaited Afro Samurai: 
Resurrection (featuring the voic- 
es of Samuel L. Jackson, Lucy Liv 
and Mark Hamill), the sequel to 
the 2007 hit Spike TV series. 

To fight the prevalent problem 
of Internet piracy, FUNimation 
has been working on various 
strategies to monetize the online 
popularity of anime titles. It re- 
cently launched its program- 
ming partnership with online 
video services Hulu, YouTube 
and Joost. “We're working on all 
those fronts as well as maintain- 
ing the DVDs, which is our core 
audience,” says Fukunaga. “An- 
ime audiences are very tech- 
savvy, but a big problem for the 
industry is that they’re now used 
to watching the shows online il- 
legally. However, we are mov- 
ing heavily into the Internet 
front—including social network- 
ing sites, as well as VOD formats. 
We're also picking Up more live- 
action Japanese movies in the 
future.” 

Regardless of how many new 
successful projects the compa- 
ny embraces in the future, there 
will always be one title that will 
have a special place in Fukun- 
aga’s heart. “When you look at 
our catalog, you realize that a 
property like Dragon Ball only 
happens once in a lifetime. It 
touches people all over the 
world in so many different 
ways!” 





To learn more, visit www.funimation. 
com. 
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A Double Milestone 





his coming year is going to be a big 

year for bad boy animator Danny 

Antonucci: His Vancouver-based 
studio a.k.a Cartoon turns 15, while his 
oopular Cartoon Network series Ed, Edd n 
Eddy celebrates its 10th year on the air in 
January. We just had to catch up with the 
always-entertaining and outspoken ani- 
mator to wish him well and see what kind 
of outrageous plans he has for this special 
year: 


Animag: Congrats on the two big anni- 
versaries! Tell us what you've been up fo! 
Danny Antonucci: Well, it's amazing to 
mark 15 years of annoying people in the 
animation world. And my lips have yet to 
see an ass! Right now we're wrapping up 
our Ed, Edd n Eddy movie, which will be 
broadcast on Cartoon Network in 2009. 
We're also working with Bob Higgins and 
the team at WILDBRAIN and we have 
some really cool plans of inundating the 
world with some cool animated projects 
that will move us away from the kids’ 
world and into the adult arena. 


Animag: So what's going to happen to 
the boys in this movie? 

Antonucci: It’s a 90-minute adventure, 
and what happens is that the Eds do 
something really bad, and they find them- 
selves running away from Cul-De-Sac to 
find a safe place. We finally get to see 
Eddy’s mysterious older brother. They're 
introduced to a new character. Some 
questions will get answered. There'll be all 
sort of goodies. And the whole thing will 
be very dynamic and done in a wide- 
screen format. We've worked on the 
movie for the past two years, with the 
same crew that worked on the show. 


Animag: In your opinion, how has the an- 
imation scene evolved in the past 15 
years or so? 

Antonucci: Geez, 15 years. Well, we've 
got a few artists and a lot more techni- 


MAGAZINE 


for Antonucci and 


the Eds! 


cians in this field. | will continue in my cru- 
sade to make it known that artists make 
cartoons, not software. On a larger scale, 
animation has got a lot more exposure, a 
lot of big movies have been released. But 
when if comes to maintaining animation 
as an art form, that has become smaller, 
and that freaks me out! | want to see 
more human-generated projects! 


Animag: Why do you think Ed, Edd n Eddy 
became such a solid hit? 

Antonucci: We really played up the tradi- 
tional aspect of cartoons and the char- 
acters, which is what people 

fall in love with and can 
relate to in the first place. 
When | was a kid, it was 





<T 


about Popeye, Bugs 
Bunny, and all the 
other Warner Bros. 


characters—you real- 
ly cared about them 
and thought that 
they actually exist- 
ed. When we set 
out fo launch the 
show, | wanted fo 
create 

an animated 
world with soul— 

it was less about 
creating fe) 
beautifully 
designed, 
oretty show 
than if was 
about characters 
and stories kids could hang 

on to. When | think about the fact 
that 30 million households all over 
the world watch that show, dude, 
that’s insane! It isn't about that shiny 
CGI crap. | made the Eds ugly on pur- 
pose. Just fo say “F you” to what was go- 
ing on. Everything we do Is done by peo- 
ple—and we literally put mistakes in, be- 
cause we want It to look like humans, and 





not machines, make 
the cartoons. 


Animag: What kind — ; 
of advice does wise 





want to follow in your 
footsteps? 
Antonucci: Draw, 
draw and draw! | always say you have to 
follow your heart and don't just repeat 
what's out there. Ask yourself, “Hey, how 
can | change things¢” Remember the 
three Cs: Contribute, Challenge and 
Change! Don’t friggin’ use the same for- 
mulas. It’s like Pixar makes a movie which 
ends up making 10 zillion dollars, and then, 
every studio puts out the same movie try- 
ing to cash in. | mean, why bother?! 


Danny 
Antonucci 






































Animag: So, have you 
learned any lessons from 
all your colorful 
' experiences 
rls in the anima- 
tion business? 
Antonucci: You 
know, | think | fend to create 
my own hell and learn abso- 
lutely nothing from it. | put 
myself in these crazy situa- 
tions, and then ask myself, 
what the f--- am | doing 
heree And then, it turns 
out that it was the best trip. 
You just have to dive in head first. 
You know, the work is draining and 
rough, but | love and respect this art 
form and love doing what | do. | 
am looking forward to mov- 
ing forward and working on 
some material for older audi- 
ences, because the folks 
who grew up on Ed, Edd n 
Eddy are now older, too! 
The minute | stop loving 
what | do and start re- 
peating myself, it’s time 
to Open Up a pizza joint 
and start selling pizza to 
people! i 





To catch up with Danny’s boys and 
watch episodes online, visit www. 
cartoonnetwork.com/tv_shows/ 
eds. 
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Prix Ars Electronica is organized by Ars Electronica Center Linz and ORF Upper Austria in collaboration with Brucknerhaus Linz 
and OK Center for Contemporary Art. Prix Ars Electronica is made possible through the support by the City of Linz and the 


Province of Upper Austria. The competition is sponsored by Liwest Kabelmedien GmbH and voestalpine. Special thanks to =e ARS FLECTRON ICA 


KulturKontakt Austria, Postlingberg Schléss!, Casinos Austria and Sony DADC 
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Bardel: Two Decades 
of Indie Innovations 


The Vancouver studio continues to expand in new 


ne of 

the big- 

GS S1 
advantages of 
working in anima- 
tion is the dedi- 
cation and pas- 
sion of most of 
the people who 
work in this crazy 
business. Perhaps 
that’s why Barry 
Ward and Delna 
Bhesania, the 
husband-and- 
wife founders of 
Vancouver- 
based indie toon house Bardel Entertain- 
ment, are such perfect examples of the 
amazing caliber of professionals we have 
come to know itn this world. 

Barry and Delna established the studio 
back in 1988 with their life savings of $2,000 in 
a spare bedroom in their apartment. It’s a 
testament to their hard work and talent that 
the small venture has ballooned into a 300- 
plus person operation, which is considered 
one of the major studios in Canada, in only 
two decades. 

“The initial plan was to provide ink-and- 
paint services for the local animation studios 
as an alternative to sending animation to 
Asia,” recalls Barry. “The timing was good as 
both The Simpsons and Who Framed Roger 
Rabbit had been major successes, and the 
industry was coming out of a slump. The ma- 
jor studios, such as Disney and Warner Bros., 
were also starting to produce television se- 
ries, such as DuckTales and Tiny Toons (which 
Bardel worked on, until the series were sent 
overseas). As a result, fhe animation services 
business grew, and so did Bardel.” 

One of Bardel’s first consistent clients was 
Spike and Mike’s Animation Festival. These 
contracts consisted of finishing the unfin- 
ished student films from CalArts, and com- 
pleting them on film for the festival. “Several 





The Early Years: Husband-and-wife team Barry Ward 
and Delna Bhesania formed Vancouver-based Bardel 
Entertainment in 1988 to offer service work to clients such 
as Spike and Mike’s Festival of Animation, Marv Newland 
and DreamWorks Animation. 


directions. 


of those _ films 
were created 
by people who 
are the major 
players in the 
animation indus- 
try today—in- 
cluding Andrew 
Stanton and 
Pete Docter of 
Pixar, Dave Was- 
son of Disney 
and Craig Mc- 
Cracken of Car- 
toon Network,” 
notes Barry 

Joseph: King 
of Dreams, DreamWorks Animation’s direct- 
to-video sequel to The Prince of Egypt, 
opened new doors for Bardel in 1999. For this 
project, Bardel set up a 20,000 square foot 
production facility and hired animators and 
artists from all over the globe, and the results 
were quite soectacular. 

To keep up with the competition from 
animation studios overseas in Asia, Bardel 
was one of the first studios to venture 
ahead in Flash and web-based technolo- 
gies. “By using our studio’s highly skilled 
animators, proficient in limited animation 
techniques, we were able to repuroose 
this web-based technology for broad- 





Viva Pinata 





eo 
cast,” says Barry. “After all, Flash is kind of 
like Hanna-Barbera on steroids.” 

A series of award-winning shorts led to 
the great gig of producing Warner Bros.’ 
first Flash-animated series, Mucha Lucha! 
The studio then went on fo produce Flash 
series for several companies, including Dis- 
ney, Turner Studios and Starz Entertainment. 
The animators at Bardel continue to experi- 
ment and stretch the limits of 2D digital soft- 
ware, recently co-venturing with 4Kids En- 
tertainment on the Flash action-adventure 
series Chaotic and teaming up with Chi- 
cago's Star Farm Productions to produce 
the award-winning series Edgar & Ellen. 

Barry points out that the studio was a bit of 
a late bloomer in 3D animation, and didn't 
become fully involved in it until 2003 when 
they animated a Buzz Lightyear CD-ROM for 
Disney. Since that time, however, Bardel has 
certainly caught up with the compeftitors, 
producing two of its own DIV movies, provid- 
ing work on two 3D feature films and, most 
recently, completing production on the 
52-episode series, Viva Pihata, a successful 
co-venture with 4Kids Entertainment based 
on the popular Microsoft game. 

Developing its own proprietary properties 
was another way for Bardel fo be less reliant 
on service work, which traditionally had sel- 
dom been consistent. In 1998, Bardel started 
to build relationships with Canadian broad- 
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20 Years of 


Bardel Projects 


Spike & Mike’s Animation 
Festival 

Marv Newland'’s 
International Rocketship 
Shamu, the Beginning 
(Sea World) 

Tiny Toon Adventures 
(Warner Bros.) 

Rover Dangerfield 
(Hyperion) 

Bebe’s Kids (Hyperion) 
Fievel Goes West 
(Nelvana) 

The Pink Panther (MGM) 
Once Upon a Forest 
(Hanna-Barbera) 

Tales from the Cryptkeeper 
(Nelvana) 

The Magic School Bus 
(Nelvana) 

Stickin’ Around (Nelvana) 
Space Jam (Warner Bros.) 
Anastasia (Fox) 

The Prince of Egypt 
(DreamWorks) 

Joseph: King of Dreams 
(DreamWorks) 

Ine Road ic El Dordae 
(DreamWorks) 

Adam Sandler's Eight 
Crazy Nights (Sony) 

Spirit: Stalllion of the 
Cimarron (DreamWorks) 
The Christmas Orange 
(Bardel) 

Sinbad: Legend of the 
seven Seas (DreamWorks) 
Silverwing (Bardel) 

Buzz Lightyear and Winnie 
the Pooh games (Disney) 
Mucha Lucha! (Warner 
Bros.) 

Dragons: Fire & Ice (MEGA 
Bloks) 

The Buzz About Maggie 
(Disney TV) 

Happily N’Ever After 
(Vanguard, BFC Berliner) 
Viva Pinata (4Kids) 
Chaotic (4Kids) 

Edgar and Ellen (Star 
Farm, Nickelodeon) 
Wow! Wow! Wubbzy! 
(Frederator, Starz Media) 
Zeke’'s Pad (Bardel, Avrill 
Stark, Leaping Lizard) 

Kid Riot Digital (Bardel’s 
new interactive arm) 


casters and eventually launched a distribu- 
tion arm (Bardel Distribution) working with 
Brenda Wooding as Its sales agent. 

In 2002, TELETOON aired Bardel’s first show, 
a half-hour special titled The Christmas Or- 
ange, which went on to win many awards 
internationally. “The Christmas Orange was a 
new challenge for Bardel”, says CEO and 
co-founder, Delna Bhesania. “It was Bardel’s 
first time where we were involved in scripts, 
music, voices and final post-production, but 
the efforts were worth It. We were able to 
create a great project both audiences and 
critics loved, as evidenced by its Leo Awards 
win for best animated program.” 

In 2003, Bardel started production on its 
first animated TV series, Silverwing, based on 
the best selling novels by Kenneth Oppel, 
which was followed by two di- 
rect-to-DVD CG-animated mov- 
ies, Dragons: Metal Ages and 
Dragons: Fire and Ice, with their 
partner MEGA Bloks. Bardel Is 
currently completing production 
on its proprietary CG TV series, 
Zeke's Pad, which is a co-pro- 
duction with L.A.-based Leaping 
Lizard Productions and Avrill Stark 
Entertainment in Australia. 

The latest development in 





The Christmas Orange 
Copa OAL The Chea Oege Predation ec 


Bardel’s 20-year journey is the founding of its 
interactive division, Kid Riot Digital. Kid Riot 
works closely with Bardel’s TV develooment 
division, and focuses on the creation of im- 
mersive kids’ virtual worlds that are support- 
ed by TV, mobile and merchandizing. Creat- 
ed in partnershio with American Greetings 
and CBC, Toki World is Kid Riot’s first virtual 
world (currently in prototype). 

The entertainment world has changed a 
lot in the past two decades, but it’s comfort- 
ing to know that talented people like Barry 
and Delna continue to thrive despite the 
many challenges that face indie toon stu- 
dios all over. One thing’s for certain: We'll be 
writing about their awesome projects as long 
as they keep making them! 

For more info, visit www.bardel.ca. 
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A Few Questions for Barry 


Bardel president Barry Ward answers a few burning question on the 
occasion of his company’s big 20th birthday: 


What is the Bardel’s most famous product/character/ 
project? 

Bary Ward: It’s always a thrill for me when | walk around 
our studio and see characters that I’ve grown up with 
all my life—Bugs Bunny and Daffy Duck, Fred Flintstone, 
Winnie the Pooh or more recent ones like Buzz 
Lightyear. (The Warner characters were from Space 
Jam, Hanna-Barbera’s are from commercials and the 
Disney characters were from CD-ROM projects we 
worked on.) The studio's most prestigious production was definitely DreamWorks’ 
Joseph: King of Dreams. For this project we built a 20,000 sa. ft. production facility 
and staffed it with more than 150 artists and managers from all over the world. 
DreamWorks was fantastic to work with and supported us every step of the way, 
making sure that the resulting direct-to-video movie was a suitable companion to 
their wonderful feature film The Prince of Egypt. 


What is one thing nobody can guess about you? 

It's crazy, but even after 20 years, there are still lots of people who don’t know 
that our studio name comes from Barry and [my wife and co-owner’'s name] 
Delna. 


What is the best thing you ever did? 

Probably the best thing that we ever did was fo start to develop and produce 
our own content. Starting with the holiday special The Christmas Orange in 
2002, up to our current CG series, Zeke’s Pad, airing in the Spring of 2009. There 
is nothing more rewarding than seeing your own work appreciated by an 
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audience. As well as these two projects we have produced two DIV movies— 
Dragons: Metal Ages and Dragons: Fire and Ice—and the series Silverwing. 


What are some of your cool, upcoming projects? 

The most exciting project right now is being produced through Bardel’s new 
interactive division, Kid Riot. It’s a kids’ Virtual World called Toki World. This immersive 
online environment for kids six to 12 is tied into a major U.S. retailer, and will be up and 
running in the fall of next year. 


Why do you stay in business? 

We stay in business because we love jet lag, long working days, never seeing 

our children, always having to hire and then lay off artists, and most of all we 

totally love dealing with the constant upturns and downswings of our industry, 
and the insecurity that running an animation studio brings. 


What is your in-house slogan? 
The assets of our company are the asses sifting in 
Our seats. 


Who is your biggest role model? 
i My choice and Delna’s would probably be quite 
| different. | don't really have a role model, but one 
guy | respect a lot is Danny Antonnuci. He created 
3 a show that's lasted for more than eight years on 
© one of the biggest broadcasters in the world, yet 
= he’s kept his studio a creative boutique, and has 

= RL | stuck to his principals throughout the years. I'm 
not sure who Delna’s role model would be, but the Tasmanian Devil is one of her 
favorite characters. She’s a bit like the Taz herself. She is tenacious, strong-willed 
and never lets anything stand in her way. Without having her as my partner, 
Bardel would definitely never have been around for the past two decades. ll 


UNIVERSITY OF SOUTHERN CALIFORNIA 


Hi 


NETL, 


SCHOOL OF CINEMATIC ARTS 
JOHN C. HENCH DIVISION OF ANIMATION & DIGITAL ARTS 
BA IN ANIMATION & DIGITAL ARTS 
MFA IN ANIMATION & DIGITAL ARTS 
MINOR IN ANIMATION & DIGITAL ARTS 
Our innovative program exploring the frontiers of animation 


art, is looking for students for admission for the Fall term 2009. 


Internationally acclaimed faculty include Christine Panushka, 
Sheila Sofian, Dr. Richard Weinberg, Kathy Smith, Tom Sito, 

Eric Hanson, Everett lewis, Michael Patterson, Candace Reckinger 
and Lisa Mann, 


CONTACT INFORMATION 
DAPHNE SIGISMONDI 

ANIMATION, USC SCHOOL OF CNTV 
LOS ANGELES, CA 90089-2211 


Telephone: (213) 740 3986 


Email: dsigismondi@cinema.usc.edu 
Website: http://anim.usc.edu 








CONGRATULATIONS 


BARDEL 
ENTERTAINMENT 


on your 


20th Anniversary 


From All Your Friends at 


DreamWorks Animation 
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Animation Magazine's 


Mentor of the Year: 


Joan Vogelsang 


CEO + President 
Toon Boom Animation 


global animation community who 

receive the kind of admiration and 
resoect enjoyed by Toon Boom’s much- 
loved president and CEO, Joan Vo- 
gelsang. (Those of you who haven't 
made her acquaintance should make 
an effort this year. You'll be very im- 
pressed!) This diminutive and fiercely in- 
telligent woman has taken her company 
to amazing heights in the eventful de- 
cade that she’s been its leader. 

While the Montreal-based ouffit’s var- 
ious animation applications continue to 
cater to the needs of professional ani- 
mators, students, teachers, hobbyists 
and children, Joan has become some- 
thing of an ambassador for animation 
around the world. As she tirelessly trav- 
els to distant corners of the world, she 
has been able to inspire and touch nvu- 
merous lives, while allowing sharp minds 
to imagine a better world through glob- 
al cooperation. 


T here are few people working in the 


“It is an honor to travel the world and 
present the great benefits of building an 
animation industry in countries where it 
is non-existent or very small,” says Joan 
in a recent e-mail exchange. “By get- 
ting the right stakeholders in place from 
the education and business sides, we 
can carve a niche in these emerging 
markets and at the end of the day, cre- 
ate jobs for a part of their population. By 
giving back, we receive morally and 
emotionally while ensuring a win-win sit- 
vation for all involved.” 

Many of her colleagues and friends 
seem to look at Joan's energy and 
spirit with awe. “When Joan visits us In 
Cape Town, we talk very little about 
her software, and a great deal about 
animation,” says Matthew Brown, head 
of features and drama at South Afri- 
ca's Clockwork Zoo. “The software sells 
itself, but Joan has given our industry 
SO much more.” 

As Dhiren Shah, managing partner 





of Rahul Commerce and Toon Boom’s 
Indian distributor notes, “Joan is the In- 
dian ambassador for animation! 
She is more Indian than Western; she 
has been to India over 20 times in the 
past 10 years. Her energy on the field is 
truly unparalleled. My company and | 
have benefited both financially and 
spiritually because of her!” 

Nelson Shin, CEO of South Korean ani- 
mation company AKOM Productions 
outs if this way: “Joan may be physically 
small, but she’s one of the most power- 
ful, talented leaders of the I.T. industry in 
the world—and yet, she's the also the 
sweetest lady I’ve ever met!” 

Throughout the years, Toon Boom’s 
client base has ranged from major stu- 
dios such as Warner Bros., Paramount 
and Nelvana to indie houses such as 
Mercury Filmworks, Alohanim, Cosgrove 
Hall and Cromosoma. In fact, some of 
the top 2D animated features of the 
past few years—The Triplets of Belleville, 
The SpongeBob SquarePants Movie and 
The Simpsons Movie—have all used Toon 
Boom’'s technology in their production 
pipelines. The company’s wide selec- 
tion of products—Studio, Harmony, Digi- 
tal Pro, Storyboard, Animate and Flip 
Boom, to name a recent few—have 
come to the aid of enterprising profes- 
sionals and toon lovers in over 85 Coun- 
tries around the world. Not surprisingly, 
Toon Boom was awarded a Primetime 
Emmy Engineering Award for its contri- 
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butions to the art and business of TV 
animation in 2005. 

Joan’s career prior to Toon Boom in- 
cluded successful runs at IBM, Hitachi, 
Philips and QSound. She has been 
Uniquely prepared to face the chal- 
lenges of the international market- 
place. “It's crucial fo focus on the 
things to be done and the objectives 
to be met in order to overcome the 
challenges in our business,” she says. 
“You also have to have a passion for 
the animation industry.” 

She cites several reasons behind Toon 
Boom's leading position in the 2D solu- 
tion market. “Beyond the leading ani- 
mation capabilities, we offer a strong 
pipeline that enables customers to op- 
erate internationally and create multi- 
ole unique styles. The Toon Boom anima- 
tion pipeline facilitates the whole pro- 
duction process and contributes to 
making our customers successful.” 

Taking Toon Boom through a restruc- 
ture a few years back was one of Joan’s 
toughest challenges. However, she says 
thanks to the support of key customers, 
the company managed to come 
through stronger and has posted a 25 
percent growth since then. 

So what does this inspiring woman do 
when she's not helping animators set up 
their projects all over the world? “I go to 
the gym to take my mind off of things, 
and | also enjoy spending time at the 
cottage, where | paddle on a stream 
and take time to enjoy nature and the 
sights and sounds of bird sanctuaries.” 

When asked about the lessons she 
has learned along the way, Joan sticks 
with the timeless basics, “We are work- 
ing in a global industry. Having an inter- 
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national perspective is 
critically important to be 
successful. You have to 
keep a high standard in 
terms of support excel- 
lence for your customer 
base as well as quality 
products. It’s so impor- 
tant to foster a team that 


understands the needs | 
of the customers as well  _ 


as acting as the glue be- 
tween the animation 
players. Surround your- 
self with the best of the 
breed. Decide what you 


want, then stay focused J 


and work hard. A misstep 
can be a valuable lesson 


learned. Don’t dwell on 


the negative.” 

As far as her plans for 
Toon Boom’s next 10 
years are concerned, 
she says, “| hope to con- 
tinue to grow ds a SuUC- 


cessful global player.” | 


With such a dynamic 


and visionary leader, we | 


can't possibly see any 
other options for the 
company. & 


For more info, visit www. | 


toonboom.com. 








Joan's 
Tips for 
Animators: 


“There are lots of op- 
portunities within the 
industry, sO animators 
SMOUleh ihuly eCUsS en 
their passion. Don't 
constrain yourself to 
a certain style or out- 
put like TV as there 
are many applications 
for animation, such as 
medical, religion, sci- 
ence, music, social, 
etc. Some people think 
TOO SG. Wey lieve 
the tendency to oper- 
ate their business with 
a very centric view on 
their Company or im- 
mediate geography. 
They miss the incred- 
ible opportunities the 
global industry has to 
offer.” 


“Joan has contributed tremendously to the new growth and 
possibilities for animation in the Caribbean region. She Is a 
personal mentor and | respect and admire her tenacity and her 
belief in non-traditional methods and applications and, yes, she 
is d woman. Joan is providing an alternative to the oil and gas 
economy here in the Caribbean and in so doing empowering 


people at the same time.” 


—Camille Abrahams, program administrator for animation, University of Trinidad & Tobago, 


and fest director/founder of Animae Caribe 


“When | was traveling the world promoting DQE almost a decade 
back, Joan was one of my truest friends and guides. | stillre member 
how we put our first show reel together using Toon Boom, and how 
it was greeted with a big round of applause when we viewed it in 
her office with her team... She will always be a special friend and 


a guide for me and for our group.” 


—Tapaas Chakravarti, CEO, DQ Entertainment 
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Meer the name Ralph Christians 
at animation events and festivals 
in Europe and you'll see a lot of faces 
light up. The talented producer of re- 
cent CG-animated features such as 
Niko and the Way fo the Stars and The 
Ugly Duckling and Me has become a 
regular fixture at the annual Cartoon Fo- 
rum and Cartoon Movie sessions, often 
delighting the attendees with his trade- 
mark humor and unique pitching skills. 

Viewed by many as the eminence 
grise of the Euro toon community, Chris- 
tians has worn many hats through the 
years. The German-born Renaissance 
man studied social sciences and com- 
munications in school and began his 
career as an editor of a satirical maga- 
zine and producer of investigative doc- 
Umentaries for German public TV during 
the late ‘70s and early ‘80s. In 1984, he 
set up Magma in Germany and moved 
the company’s headquarters to Gal- 
way, Ireland, 10 years later. 

While Magma has a successful live- 
action production branch, Christians 
has devoted much of his time in the past 
couple of decades fo strengthening the 
TV and feature animation business in Eu- 
rope. He believes that the international 
animation scene Is absolutely underesti- 
mated, while live-action movies contin- 
ue to be overestimated! 


All Creatures 
Great and Small: 
The CG-animated 
features Niko 

and the Way to 
the Stars, Ugly 
Duckling and Me & 
and the upcoming 
Bug Muldoon are 
some of the most § 
recent projects 
oroduced by 
Magma's Ralph § 
Christians. 





Delivering TV series as diverse (and 
some may say eccentric) as Pigs Next 
Door, The World of Tosh, Hans Christian 
Andersen, Derrick, Dragon's Rock, Zom- 
bie Hotel, Norman Normal and Lilly the 
Witch, Christians has been able to navi- 
gate the often stormy waters of Euro- 
pean financing and co-productions. 
When asked to come up with a unifying 
theme that runs through many of Mag- 
ma's animated projects, he says, “The 
Underdogs are the winners at the end. 
And they are the nice people!” 

When pushed fo pick his favorite mov- 
ies, Christians confesses his love for all 
French flicks starring Romy Schneider as 
well as the 1967 classic, Bonnie and 
Clyde (with Faye Dunaway and Warren 
Beatty). “That's because we European 
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Animation Magazine's 
European Producer of the Year: 


Ralph Christians 
CEO, Magma Animation 


filmmakers are also corner store robbers, 
the stores are public funds! Because 
there’s nothing in the banks anymore!” 
he says, tongue firmly planted in cheek. 
He also loves European cop shows, Brit- 
ish sitcoms like ‘Allo, ‘Allo! and The Of- 
fice, and FOX TV's House. 

The successful producer says he has 
noticed that the biggest mistake anima- 
tion industry wannabes make is that 
“they demonstrate technical possibili- 
ties, but they don't tell wonderful sto- 
ries.” He certainly managed to do both 
last year with the runaway success of 
the CG-animated feature Niko and the 
Way fo the Stars. Directed by Kari Juuso- 
nen and Michael Hegner, the family film 
centers on a young reindeer who goes 
on a quest fo find and save his absent 
father, whom he believes to be a mem- 
ber of the world famous Santa's Elite Fly- 
ing Forces. 

Made with an estimated budget of six 
million euros, the feature has won sev- 
eral festival awards, performed very 
well in several European territories and 
was recently released on DVD in the U.S. 
as The Flight Before Christmas by the 
Weinstein Company. Christians says 
there were certain qualities that made 
the film such a hit in Europe. “It has a 
contemporary story: A single mom fells 
her son great stories about his father, 
and the boy tries to find him,” he notes. 
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“Then he realizes a father’s value is in his 
caring nature.” 

Although Christians says his personal 
motto is “Just fecking do it,” when it 
comes to being successful in animation, 
he thinks good storytelling and high-qual- 
ity animation are the two most important 
ingredients in Toon Town. “Young people 
have to make their own experiences,” he 
adds. “You can not teach or preach what 
to do. That's why you have to give them 
space for experience! Be an enabler! The 
way | give back to the community Is by 
producing responsible programs with a 
high entertainment value!” 

When it comes to offering advice for 
animation biz hopefuls, he says, “Re- 
member to focus on the writing ... or on 
design ... or become a lawyer! And 
know that the financing of films is so 
much more work than the making of the 
thing!” 

In the coming year, Christians will fo- 
cus his energies on two big CG-animat- 
ed features, Bug Muldoon: The Movie 
and Ooops! Noah Is Gone, for which 
he’s also developing tie-in animated se- 
ries. He’s also producing several animat- 
ed series including Dr. Ella, Things You 
Think and Simsala Grimm. 

We wrap our interview by asking Chris- 
tians to reveal a few things people don't 
often know about him! Luckily, he oblig- 
es: “They don’t know that I’m a very 
kind and humorous person behind the 
strong appearance and the deadpan.” 
He may be joking there, but we aren't 
quite sure! But we know he really means 
it when he says, “Being a dedicated fa- 
ther to five wonderful children is the 
most important thing in life for me.” He 
adds, “Storytelling comes next, then 
women and soccer.” 

For more info, visit www.magmaworld.com. 
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In Praise of Ralph 


“Ralph Christians is a remarkable character; a unique character in 
a truly animated industry, who has always strongly influenced both 
the creative and the financial side of EUropean animation. He very 
cleverly relocated from Germany fo Ireland so he was always able 
to be either Insh or German whenever he needed to be one or the 
other. Not long ago he began the next step, something | would 
call Raloh Network 2.0, while letting his daughters set uo German 
animation companies together with A-Film. Clever! And smart, this 
guy!” 


—Sebastian Debertin, deputy managing & programming director, KI.KA 


“How has Ralph heloed me? By finding champagne when | was 
about fo tell fhe buyer ‘I’d very much like to get you champagne, 
but they just fold me they only have wine and beer.’ Where the 
champagne Is, there is the deal. | don’t know what that tells you 
but ... when Ralph drinks with me, we have Gin and tonic. Not 
Champagne. (But, we DID sign a Niko deal!)” 


—Petteri Pasanen, director, Niko and the Way fo the Stars 


“Raloh and his team’s creative contributions always enhance the 
quality of European productions tremendously. Their scrioting work 
is of a high American standard with a European flavor.” 

— Oliver Schablitzki, VP of Nickelodeon/MTV Networks, Germany 


“Raloh has been a key figure in pushing the animation industry 

in Ireland and throughout Europe. I've sat with him at many an 
airport cafe or Cannes bar, late into the night, receiving pearls 

of wisdom as to how to get animated shows off the ground. 

He has always been very generous with advice for the young 

and inexperienced (although | can't really pull the young card 
anymore, sad to say). On top of that, his sense of humor makes his 
pitches at the Cartoon Forum a must see every year.” 


—Paul Young, co-founder and managing director, Cartoon Saloon 


“When | was invited to Raloh’s home in Ireland for a production 
meeting, | was amazed to discover that he lived in the converted 
remains of an old castle! | then understood why Ralph has 
become a master of animated stories. His whole life is an 
animated story! Congratulations, Raloh, on a hugely successful 
contribution to the world of animation—in work andi in life.” 


—Noel Price, exec producer, Southern Star Entertainment 
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Congratulations: Yi creativity. 








Joan Vogelesang 


Good Friend 
Astute itl oxvey pitas 
Trusted Guide 
aynaetaem a hivaas 
Tireless Proselytizer 


Compassionate Human Being 


An individual who has enriched every facet 


she has chosen and touched. 


loan, you continue to inspire us. Congratulations on being chosen No mouse. No computer. No hassles. Introducing the new LunchBox DV. 


Animation Magazine's Mentor of the Year. To engage elementary students, 
equipment must be simple. To motivate 
high school students, feedback must 
be instantaneous.To support college 
students, tools must be powerful. North America: 1.877.625.6438 
Biren Ghose Professionals and schools worldwide apa as are 
4h * . EO ‘and Executive Produces know that the LunchBox DV is the Korea: 70.7012.6059 
Ae | [ kahani x a an : IE ARO standard for learning animation. Elsewhere: 1.503.625.6438 
world Kahani World Inc. No strings attached. Call or visit us 
on the web to find out more. www.animationtoolworks.com 
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Drinky Crow Spreads 


Its Wings 


How Tony Millionaire's graphic adventures about a drunk 
bird and his sexed-up monkey pal inspired a fantastic 


his must be the year of the born-to- 

be-bad animated character. Al- 

though we all know that cartoons 
have never been just for kids, this past 
fall season has ushered in a whole new 
set of misbehaving toons. Following the 
debut of HBO's The Life and Times of 
Tim and [adult swim]’s gloriously outra- 
geous Superail! series, a new 
adaptation of Tony Millionaire's 
twisted comic series Maakies ar- 
rives on Cartoon Network's late- 
night block this month. 

Titled The Drinky Crow Show, 
the clever series is created, 
exec produced and art direct- 
ed by Millionaire and co-written 
and exec-produced by Eric Ka- 
plan (The Big Bang Theory, The 
Flight of the Conchords, Futura- 
ma, Late Show with David 
Letterman). It’s certainly the 
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kind of sophisticated, risqué and great- 
looking project that would appeal to 
fans of Ralph Bakshi, Robert Crumb and 
John Kricfalusi. The twisted world of the 
alcoholic, depressed crow and his li- 
bidinous buddy, Uncle Gabby, certain- 
ly has a lot of eyebrow-raising Uunder- 
tones and grown-up situations, but it 





also shines with the 


influences of early 
comics such as 
George _ Herriman’s 


Krazy Kat and Elzie 
segar’s Popeye fhe 
Sailor Sunday — fun- 
nies. 

Millionaire, a Bos- 
ton native who lives 
in Pasadena with his 
wife and two young 
daughters these 
days, says his love for 
the art form began 
at an early age 
thanks to his grandfa- ge eanich 
ther, who was a friend 
of cartoonist Roy Crane and had a siz- 
able Sunday comics collection. “Il re- 
member | was always reading Charlie 
Brown and Snoopy in the back of my 
school books,” he says. “Every time | 
found newspapers, | was ripping 
through them to get to the comics 
pages. Then as | grew older, | discov- 
ered Robert Crumb and the super-vio- 
lent, funny and beautifully drawn un- 
derground comics of S. Clay Wilson.” 

The inspiration for his Maakies comic 
strio—which was reportedly first drawn 
on a cocktail napkin at a local bar in 
1994—came from his own hard-drinking 
days. “Seriously, it’s all my own drunk 
life in New York,” he explains. “l grew up 
drawing ships, | was raised in Glouces- 
ter, Mass., and my family had a gallery 
right on the water. | just applied those 
drawings to my own drunken life! | just 
remember how depressing it used fo 
be.” 

In the late ‘90s, Robert Smigel pro- 
duced six Flash-animated episodes of 
Maakies for Saturday Night Live's 
TV Funhouse segment, but only 
two ended up airing. His comic 
continued to generate a lot of in- 
terest within the animation indus- 
try. “About three years ago, Nick 
Weindenfeld [Adult Swim’s exec in 
charge of develooment] called 
me and said he wanted to have a 
meeting and that he was very in- 
terested in doing the show. He 
seemed fo be very enthusiastic 
and we teamed up with Eric Ka- 
plan (who runs his own CG anima- 
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Tony Millionaire 
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tion studio called Mirari | 
Films in Romania) and 


Dino Stamatopoulos 
(Moral Orel), who does | 

the voice of Drinky i 
Crow.” 7 


Lovechild of Pop- 
eye and Venture 
Bros. 

Millionaire says it was 
crucial for the show to 
look like a Sunday news- 
paper comic rather than a _ plastic-y 
CG-animated cartoon. “The studio uses 
Maya and jazzes it up with some spe- 
cial effects,” notes the cartoonist. “We 
decided fo take the drawings, my tex- 
tures and put them on 3D models,” he 
explains. Part of Kaplan’s artistic team Is 
based in Studio City, Calif. “The way it 
works is that | take the scriot and do 
pencil sketches, thumbnail sketches of 
every scene and then turn them over 
to storyboard artist Ricky Garduno (Mu- 





“Seriously, it’s all my own drunk life in New York. Plus | grew up 
drawing ships ... | just applied those drawings to my own drunk- 


en life! | just remember how depressing It all used to be.” 


—The Drinky Crow Show/Maakies creator Tony Millionaire 


cha Lucha, El Tigre) and Matt Danner 
(SoUmc@ regular, Out of Jimmy's Head) 
who is the director. Character designer 
Ray Morelli takes my drawings into 
model. When | try and do turnarounds, 
they never look right!” 

Then, when the Romanian team 
sends the samples back, they fine-tune 
the material until everything looks just 
right. The voice recording process 
comes after that. “It took us from Febru- 
ary to September—six months to do the 
the first four or five episodes. Now that 
we've established the style, if is a bit 
easier.” To date, 10 15-minute epi- 
sodes—which make up the first season 
of the show—have been delivered. (In- 
cidentally, as if the show needed any 
more hipster cred, Drinky Crow's catchy 
theme song Is performed by New York 
band They Might Be Giants.) 

Although you might think that get- 
ting the mature content of the comic 
past the censors would have posed 
some problems, Millionaire says the 
[adult swim] team was extremely en- 


couraging. “When we first sent the 
script, we asked them, ‘Should we tone 
it down?’ and Nick [Weidenfeld] said, 
‘Hey, can you tone it up?’ We have 
some script guidelines, but it’s amazing 
what you can get away with. You can 
get really dirty with the right type of 
comedy!” 

Millionaire is quick to point out that 
the biggest challenge was staying true 
to the spirit of the comic while estab- 
lishing the show's own voice. “l stalked 
Eric Kaplan for weeks: I'd go over to his 
house, walk around the river with him. 
I'd use stories from my friends to keep it 
personal. The great thing about it is 
that Eric has a lot of writing chops be- 
hind him, he read all the comics, so the 
basic point for us was to tell the story 
right and get to the heart of the char- 
acters. | think Eric really nailed it when 
he said, ‘Crow drinks because his heart 
is broken.’” 

Since Millionaire is also the show's art 
director, he has control over the look of 
the show. “That’s the great thing about 


meee it, he admits. “We 
ifocan go back and 
forth until everything 
is right.” 

InN addition to 
Maakies, Millionaire is 
-also famous for an- 
other comic. cre- 
ation, the Dark Horse 
series Sock Monkey, 
which, like Maakies, 
has won the presti- 
gious Eisner Award. 
“Sock Monkey is me trying to be more 
poetic, looking at the bright side, re- 
membering the things that used to de- 
light me as a child,” Millionaire says. 
“However, eventually my dream is to 
have a plush Drinky Crow doll on every 
college girl's bed in America,” he 
adds. 


" : a7 | 


Blasts from the Past 

When asked about his favorite ani- 
mated influences, he singles out Bugs 
Bunny, Rocky and Bullwinkle, and Dep- 
uty Dawg. “| loved the slowness and 
the sound of Deputy Dawg's voice, al- 
though | know the animation was 
choppy,” he explains. “Those Warner 
Bros. toons, they had such great comic 
timing. They did so much with a pause 
and a look. | also love Metalocalypse 
and The Venture Bros. Because of my 
two girls, | always hope SpongeBob is 
on when we watch together. That is ab- 
solutely classic stuff.” 

So what kind of advice does he have 
for dreamers who would like fo test the 
waters of adulf animation? “Give up 
now!” he says. “Seriously, if you're not to- 
tally driven and ready to dedicate your 
life to this kind of work, you should stay 
away from it ... If you are, then just keep 
drawing, man. Just keep drawing!” 

Of course, we have to save the most 
obvious question for last. Now that he’s 
given up the hard stuff, what does he 
like to drink these days to take the edge 
off? “Beer, brother, beer!” he laughs. “! 
am sticking straight to Budweiser, the 
king of beers—and give it to me fresh 
out of the can!” Hf 


The Drinky Crow Show premieres at 


12:15 a.m. on Sunday, Nov. 23, on 
Cartoon Network’s [adult swim]. 
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Animating a 
Poetic Vision 


A new adaptation of Dylan Thomas's A Child's 
Christmas in Wales is an early holiday gift for traditional 
animation lovers. by Ramin Zahed 


(5 if ne Christmas was so much like 
another, in those years around 
the sea-town corner now and 

out of all sound except the distant soeaking 
of the voices | sometimes hear a moment 
before sleep ...” That's how the beloved 
Welsh poet Dylan Thomas (1914-1953) be- 
gan his famous holiday poem A Child's 
Christmas in Wales. This year, his words have 
inspired a new half-hour animated special, 
directed by Dave Unwin and produced by 
Michael Jeffrey, which will premiere on S4C 

(Welsh TV) on Christmas day. 

The mostly hand-drawn animated proj- 
ect has been a labor of love for Jeffrey, 
who formed his company Brave New World 
specifically to launch traditionally animated 
projects, and director Unwin, who has 
helmed award-winning toons such as Fa- 
ther Christmas, The Little Reindeer, The Wind 
in the Willows and Horrid Henry in the past. 
Catrin Unwin, who co-produced Oscar- 
nominated Famous Fred and worked on 
Joanna Quinn's animation Dream and De- 
sires: Family Ties, is the animation producer. 
Brothers & Sisters star Matthew Rhys narrates 
the project. 

Jeffrey acquired the rights to Thom- 
as’s poignant poem about three years 
ago and spent the first year fine-tuning 
the treatment. “When | said | wanted 
to make a high-budgert, half-hour ani- 
mated special people thought It could 
not be done,” he says. “| managed to 


convince people that we were on to some- 
thing very special and eventually it broke 
through. We had to find a way of felling the 
story which was more interesting than just 
having the existing text read with accom- 
panying pictures,” explains Jeffrey, who 
was successful in convincing S4C to fund 
the project to the tune of £600,000 (about 
$940,000). 

The special includes a live-action intro 
and conclusion, which is intended to draw 
in modern audiences to what is clearly a 
period piece. “Once into animation we cre- 
ated a basic style to carry the narrative 
thread, but then broke out of that for set 
pieces which had their own, unique look 
within the film,” Unwin explains. “Although 
the animation is mainly 2D this did allow us 
to incorporate some 3D into the mix as well. 
Overall the film does have a traditional look 
and feel though, which seemed suitable 
for a story that has become a classic of 
childhood literature.” 

The team began production about a 
year ago. The bulk of the animation was 
done in Cardiff, with additional help pro- 





vided by Sandman Ani- 
mation in China. Jeffrey 
says all in all, about 80 
people worked on the 
special. The multi-tal- 
ented producer also 
composed the toon’s 
wonderful — orchestral 
score. He formed a 
35-piece orchestra » 
which he says he'll re- 
assemble for his future | j 
Toons. 

Jeffrey believes that | | 
the magic Thomas & 
conjured up in his writ- 
ing lends itself beauti- 
fully fo animation. “He 
wasn't afraid to run with fantastical ideas 
like the appearance of two hippos on a 
Swansea [Thomas's hometown] _ high 
street, or mermaids and ghosts. The idea 
of snow Is important in the book—that 
chimes very nicely with the idea of Christ- 
mas, which is romanticized and idealized 
but not sentimental.” 

When asked to comment on the big 
global scene today, Unwin opines that there 
is more good animation done now than 
ever before and that there are more ways 
to get the projects seen. “I like storytelling, 
so | like films with a narrative structure,” he 
says. “Coming from a ‘classical’ animation 
background | admire Michael Dudok de 
Wit’s Father and Daughter hugely, but | also 
like Luis Cook's The Pierce Sisters, which Is 
wholly different in style and technique.” 

For now, against all odds, A Child’s 
Christmas is set to introduce a new genera- 
tion to the Thomas classic, and Jeffrey plans 
to show the project fo international distribu- 
tors in the next few months. (Parthenon Is 
handling international sales.) “S4C seem to 
take children’s TV seriously and can lay 
their hands on commissioning fees,” adds 
Jeffrey. He’s indeed proud of the fact that 
his project follows in the footsteps of great 
British TV specials such as TVC’s The Snow- 
man, The Wind in the Willows and The World 
of Peter Rabbit and Friends. “| love tra- 
ditional animation,” says Jeffrey. “Chil- 
dren and adults do, too. It is unfashion- 
able at the moment but | would like to 
play a part in bringing it back by mak- 
ing more films over the next 10 years. | 
am | fond of the look of the film. It’s 
truly beautiful.” Hf 





Michael Jeffrey 
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hen it comes to simple ideas that 
work beautifully in the world of 
children's animation, a French- 


accented wiener dog who hosts his own 
cooking show Is right up there with, say, a 
toon about a goofy absorbent sponge 
hero. That's why illustrator Ethan Long knew 
he was on to something when the clever 
concept came to him out of the blue! 

“I'd been trying to develop a bunch of 
stuff, and it had been a frustrating experi- 
ence,’ recalls Long during a phone con- 
versation from his home in Orlando, Florida. 
“Then one morning, | woke up with this fun- 
ny voice in my head, ‘I’m LeFronk, I’m Le- 
Fronk,’ so | ran to my studio and put to- 
gether this illustration of this dog (if was a 
Chihuahua at the time!) wearing a chef's 
hat. My friend said it would be funnier with 
a wiener dog, so | made a tiny skit with this 
dog who makes these simple dishes, like 
peanut butter and jelly sandwiches, and 
showed it to my book agent. Then, we 
showed it to Disney, and from that point 
on, things took off!” 

Long's idea evolved into a Flash-ani- 
mated short-form series called Tasty Time 
with ZeFronk, which debuted last month 
during the Playhouse Disney preschool 


Meet Di 






ney s New 
Chow Hound! 


Move over, Chef Ramsey: There’s a new top dog in town and 
his name is ZeFronk! 


S 





block of Disney Channel. The show centers 
ona French Dachshund who hosts a cook- 
ing show from his own doghouse, creating 
healthy snacks for kids, assisted by a bird 
sous-chef named Sue. To make things a lit- 
tle more interesting, this Wolfgang Puck of 
the pooch community is tormented con- 
stantly by the sneaky neighbor cat, Dom, 
who just loves to get his paws on ZeFronk’s 
delicious creations! 

A graduate of Florida’s prestigious Ring- 
ling College of Art and Design, Long has 
made a solid career out of illustrating chil- 
dren's books. However, he says, he got the 
animation bug one day when he was 
shopping for diapers for his kid at the neigh- 
borhood grocery store! “| spotted a 
SpongeBob video there by the register, 
and | saw that it was created by Stephen 
Hillenburg, and | thought, hey, | could do 
that!” 

Ten episodes of the series have been 
produced to date, with the help of L.A.- 
based studio OddBot. "! can't think of a 
more entertaining animated cooking show 
than ZeFronk!” says OddBot's president 
and creative director Christopher Hamil- 
ton, who has worked on several Disney 
Channel shows in the past. “The look of the 


show is unique because we 
mixed 2D/Flash character ani- 
mation with real photographs 
of ZeFronk’s ingredients and his 
finished entrees. If was a chal- 
lenge to make these two medi- 
ums work together, but we’re 
extremely happy with the final 
look.” 

Hamilton says once the 
scriot was in hand, OddBot 
animated and delivered the 
first short in about five to six 
weeks. “Normally, we would 
be involved in creating the 
look of a show, but ZeFronk was 
a bit different. By the time we 
started the project, Ethan had 
character and background 
designs already finalized. So 
that really heloed us get a 
jumpstart on production.” 

For now, Mr. Long is happy to 
see his talented dog delight 
young chefs-in-training on Dis- 
ney Channel. He's also devel- 
oping a new series about farm 
animals with super powers 
called Farm Force in conjunction with L.A.- 
based Porchlight Entertainment. The show’s 
pilot won the Nicktoons Film Festival View- 
ers Choice Award in 2005. In addition, 
Long is also working on several more book 
ideas and helping his wife set up her own 
fashion store (Heather's Handmade 
Goods) in Orlando. 

“| think what I’ve learned in this process 
is that it’s important to simplify your life and 
to simplify your ideas,” he adds. “Don't be 
afraid to let go of the bad ones and start 
all over again!” 

Long adds that he loves to watch Ze- 
Fronk’s adventures with his three children 
(ages five, six and 13) “They've seen the 
show go through all its different phases 
from original drawings, through animatic 
to the addition of music, etc. My daughter 
actually helped color the original kitchen! | 
think they really love it when he gets upset?! 
Myself, | just like the idea of a wiener dog 
ruling the world!” 






Tasty Time with ZeFronk airs week- 
days at 9:25 a.m. (8:25 a.m. Central) 
on Playhouse Disney. For more info, 


visit atv.disney.go.com/playhouse/ 
tastytimewithzefronk. 
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The Padded Cel 


by Robby London 





Memo to 2008: 


Don't let the door hit you on the way out! 


raditionally in this year-end issue, The 
T= Cel offers its highly coveted 

Holiday Gift Guide For Animators. But 
this holiday season we could only think of one 
animation-themed gift anyone can actually 
afford—and you are holding It in your hands. 
An issue of Animation Magazine represents 
that rare giff you can actually wrap in itself! 
(No doubt many of you are already thinking 
of other ancillary uses for this page.) 

Now that we've comprehensively ad- 
dressed gifting dilemmas, we can turn our fo- 
cus to the year past. 2008 felt like a watershed 
year. Clearly there has been plenty of water 
shed from our collective tear ducts as the 
storm clouds of recession gathered. (Demon- 
strating our ninja-level mastery of economics, 
we “called” the recession in our April column. 
Unfortunately, President Bush let his subscrip- 
tion lapse in March.) But if fhere’s anything we 
in animation know and understand, It’s cycles. 
So, with cycles in mind, let’s review the cycle 
that was year 2008 in animation. 

We always start our animation year in 
February. January Is soent recovering from 
the holidays. “NATPE?” Did | hear someone 
say NATPE?, that January TV distribution con- 
ference of dwindling relevance to animo- 
tioneg Hmm, must've missed it while | was in 
eggnog rehab. February, the Kidscreen 
Conference continued fo target starry-eyed 
wannabe animation producers seeking to 
network with ... networks. This while the net- 
works were busy networking with Broadway, 
Bloomingdales, 
Rockefeller 
Center, 
Central 


MAGAZINE 


Park and Peter Lugar’s Steakhouse. Febru- 
ary also saw the end of the WGA strike—no 
small relief to animation writers who once 
again had the residual-free, lower paying 
animation-writing ghetto all to themselves. 

Ah, spring! The dual ordeals of MIP-TV 
(Cannes) and Cartoons on the Bay (this 
year in Salerno, Italy). They’re dirty jobs but 
someone had to do them. We think it’s time 
artists who spent their spring slacking off, 
frolicking and being overpaid to indulge 
their every creative whim and personal vi- 
sion (14 hours a day, seven days a week) 
started to appreciate the sacrifices and in- 
dignities that their long-suffering bosses are 
forced to endure on the artists’ behalf! (I for- 
get ... Annecy also happens in June!) 

As always, summer heralded the release of 
large-budget, larger-ego animated features. 
DreamWorks Animation’s Kung Fu Panda 
chopped some very lucrative saki. And leave 
it to Pixar (WALL *E) to once again completely 
depress those of us working in TV animation 
who are obliged to produce an entire series 
with the time and money Pixar uses to pro- 
duce one scene. Well, at least Soace Chimps 
and Igor flopped around long enough (bare- 
ly) fo mitigate the TV inferiority complex. 

Speaking of TV, this summer saw the ac- 
quisition and subsequent ethnic cleansing of 
25-year animation stalwart DIC Entertain- 
menit—gobbled up by Cookie Jar and all but 

vanished overnight. 

R.I.P. DIC. 

Fall is a time of re- 
flection and nostalgia, 
and 2008 was no ex- 
ception. King of 
the Hill was final- 





ly permanently dethroned after 13 seasons 
of really grating animation and really funny 
scripts. (Hmm, maybe those WGA wages 
and residuals do buy something after all?) 
And as Halloween approached, there were 
some scary happenings: Russia moved to 
ban South Park, scientists unveiled a real life 
“invisibility cloak” (instantly devaluing effects 
animators) and the Supreme Court once 
again took up the cataclysmic threat to soci- 
etal order constituted by “obscene” lan- 
guage on television. | don’t know about you, 
but censors always get me all warm, fuzzy 
and gratuitously scatological. 

Now with Halloween in the rear-view 

mirror, we have more neurotic animals do- 
ing boffo business at the box office, thanks 
to DreamWorks’ Madagascar: Escape 2 
Africa and Disney's Bolf. Mickey Mouse, 
who hit the big 80th milestone this year, 
must be quite proud. Meanwhile, in the 
real world, folks are already getting ready 
for the holidays. Someone please wake 
me in February. And, for you aspiring ani- 
mation producers—there Is still a chance 
to pitch those network honchos—while 
you wrap their holiday gifts at Macy's! As 
a former DIC employee, | look forward to 
working alongside you. & 
Robby London is an award-winning writer 
and TV animation producer who is pitch- 
ing a new series about a flying squirrel, a 
moose and a very 
depressed 
mayor in 
Alaska. 























> Some of our 
favorite toon 
characters 
celebrate the 


arrival of 2009! 





lllustration by Mercedes Milligan 
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Crafting a Sphere for 
Kiaatu (Version 2.0) 


Jeffrey Okun discusses the philosophy behind the alien 
visitor's soaceship in the remake of The Day the Earth 


_ # isual effects supervisor Jeffrey A. 

“47 Okun can't stand spheres. The 

W aversion began 10 years ago, 
whilst creating effects imagery for Sphere, 
and was subsequently reinforced by his 
work on Red Planet. So the million dollar 
question is what possessed Okun, whose 
orevious credits include the more earth- 
bound Blood Diamond and The Last Sam- 
ural, to tackle a remake of The Day the 
Earth Stood Still, when the script called for 
a spherical spaceship? “| thought | could 
reason it out of them,” Okun says. “I want- 
ed to go back to the original spaceship 
because that’s so iconic and cool and 
nobody has used that shape since.” 

But the more he thought about it, the 
more Okun realized that the last thing the 
movie's alien hero, Klaatu (Keanu Reeves), 
needed was an endless flight aboard a 
spaceship. “If you’re from an advanced 
race, the guardians of the universe, why 
would you be locked into this concept that 
you're going to be stuck inside this thing for 
millions of years as you travel at the soeed 
of light from place A to place B?” 

Although there had been a fair amount 
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Stood Still. by Ron Magid 
of brainstorming before Okun came on, 
he had a fresh idea. Af an early produc- 
tion meeting with director Scott Derrick- 
son, producers Erwin Stoff and Greg 
Goodman, cinematographer David Tat- 
tersall, production designer David Brisbin, 
visual effects producer Tom Boland, and 
first A.D. Pete Whyte, Okun posed a bi- 
zarre question: If you’ve never seen a 
chair before, except in a picture from one 
angle and one plane, then went to a 
warehouse filled with chairs, tables and 
other things, you'd still recognize chairs 
when you saw them. How does the hu- 
man brain leap to that next step¢ 

“I like to use that exercise fo open Up 
different ways of thinking,” Okun says. 
“The discussion began, and the water- 
shed moment for me was when we were 
looking at David Brisbin’s explorations for 
the spaceship where it was like a giant 
drop of water or ball of light, and | asked, 
‘What if it wasn't a spaceship, what if it 
was just how they get from there to here?’ 
After making fun of me, as | always invite 
people to do, everybody suddenly got 
excited about the opportunity to really 


A Well-Rounded Effect: The 
alien's transportation device— 
a.k.a. The Sohere—realized 

by Weta Digital (led by Kevin 
Rafferty and Chris White), was 
eleKiore Me)a me mexe)aa|OlUli~| manne) s 
(o]| Ko) mii 0)05 ©) Ue ale) yao] |maalelel= 
Ujome) in Ol aloromyalloamsaelalrelels 
to every camera angle. 


look at this from a dif- 
ferent point of view, 
one that might be 
more redlistic.” He 
continues enthusiasti- 
cally, “To avoid soace 
travel, we'd all want 
to be able to teleport; 
if you can't teleport, 
the next best thing is an old concept from 
A Wrinkle in Time, the tesseract, which 
folds space over. So, maybe the space- 
ship's not a spaceship, it’s just a portal 
and when it's in place, you just step 
through it. So that’s why there’s no space- 
ship, per se, in the movie.” 

That evolutionary leap from spaceship 
to portal propelled Derrickson’s team into 
an exploration of “alien future technolo- 
gy,” which helped with the design of the 
entire film. Okun and his effects houses— 
including Weta Digital, Cinesite London, 
Flash Film Works, Hammerhead, Hydraulx, 
Image Engine and CosFX—extrapolated 
today’s scientific realities, like Stephen 
Hawking’s theories of the universe, micro- 
sized laboratories and atom-sized tubes, 
over hundreds of years. “After we stopped 
thinking so linearly,” Okun says, “we could 
feel our brains growing.” 

There was just one problem. The portal 
remained a giant sphere, despite Okun’s 
warnings of the dangers that shape 
posed: “I said soheres are problematic. 
It's The most common natural shape and 
the most difficult to deal with because 
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A little professional training 
helps a lot of imagination go a long way. 


From the fundamental principles of design, to the fundamental changes of the digital age, success in the creative industries starts with 
the programs in Design and Digital Arts at NYU's School of Continuing and Professional Studies (SCPS). Every one of our programs, 
from graphic design, to animation, to product design—as well as our Master's in Digital Imaging and Design—provides you with the 
expert instruction of our award-winning faculty in the dynamic environment of our advanced digital labs. Best of all, you'll have access 
to an unparalleled network of industry professionals who will help fuel your creativity and bring your ideas to fruition. 


GRADUATE DEGREES: CERTIFICATE PROGRAMS: CONTINUING EDUCATION: 
- Digital Imaging and Design - Animation - Animation and Compositing 
- Graphic Communications Management __ « Digital and Graphic Design - Design Concepts and Fundamentals 
and Technology - Digital and Graphic Design Production — + Digital and Graphic Design 
- Interior Design - Digital Imaging and Photography 
UNDERGRADUATE DEGREE: - Product Design « Interior and Product Design 
+ Digital Communications and Media Techniques 
(offered through the McGhee Division) - Web Design 











Graduate Information Sessions: 
Tuesday, November 11, 6-8 p.m. 
Wednesday, December 17, 6-8 p.m. 

Please call 212-998-7200 for locations and to RSVP. 


scps.nyu.edu/Xx65 1-800-FIND NYU, ext.65 


NYUEPSCPS 


SCHOOL OF CONTINUING & PROFESSIONAL STUDIES 


At the center of the center of it all. 
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the Earth Stood Still. 


soheres have no scale and no perspec- 
tive. You're asking for a world of trouble.” 

Klaatu’s interplanetary craft took a year 
to hone: “| started on the film in April, 2007 
and we actually physically solved what it 
was going to look like in April, 2008. We be- 
gan by exploring using water, various kinds 
of gases and light, all of which look beauti- 
ful but as we began to build it for real, we 
asked a lot of questions like what the hell 
does this thing look like? It's a disturbance 
that is not a disturbance, but Is disruptive. 
We ended up taking a page out of nature: 
How do clouds hang together¢ Where 
does lightning come from? Then we ap- 
plied that to our re-designed Sphere. 
There's actually a kind of logic to It.” 

Ultimately, the Sohere envisioned by 
Okun and realized by the Weta Digital 
team (Kevin Rafferty and Chris White) 
couldn't be conventionally modeled: It 
had to be based on a computer simula- 
tion for all of its 50-plus shots. “The sohere 
is essentially made up out of Chaos, 
and Chaos is unique to every camera 
angle,” Okun explains. “We shot lots of 
reference—skies, clouds and special 
mixtures of gasses suspended in liquid— 
but in the end, it was all simulated, no 
textures involved.” 

Okun explains that there’s one single 
sequence in the film that took over a 
month to render. That's why the vfx team 
had to figure out a way to patch any er- 
rors without having to re-run the whole 
simulation and, better yet, come up with 
tricks that will help them with the visuals 
before running the full sohere simulation. 
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“| said soheres are problematic. It’s the most common natural 
shape and the most difficult fo deal with because spheres 


have no scale and no perspective. You're asking for a world of 


trouble.” 





—Jeffrey A. Okun, vfx supervisor, The Day The Earth Stood Siill 


He adds, “Once the sohere was ren- 
dered, we found ways to do interior light- 
ing that was crucial to the look of the 
sohere. We used fully animatable ‘tight 
lights’ which we inserted into the depths 
of the sphere, which was made up of so 
many layers there wasn't anything for 
the light to react to. Lastly we added dis- 
tortion on top to make the Sphere do 
things it wasn’t doing that we needed it 
to do. It’s kind of revolutionary in a crazy 
kind of backwards way.” 

Beyond Klaatu’s Sphere, Okun and 
company added breadth and depth to 


the military resoonse and re-imagined 
Gort (Klaatu’s robot bodyguard) to the 
tune of 500 total fx shots. Along the way, 
they achieved on film what the pioneers 
of science fiction, Verne and Wells, did on 
paper: They pushed the boundaries of sci- 
ence into today’s fiction, which may well 
become the reality of tomorrow. 

Which is A-OK with Okun, so long as he 
can avoid spheres. “| hope | never have 
to work with one again,” he jokes. & 


20th Century Fox’s The Day the Earth 
Stood Still lands in U.S. theaters on 


| December 12. 
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VFS student work by Zack Mathew 


#1 Animation School in Canada 
*1 School Channel on YouTube 
1 Impressive Final Project 


1 Intense Year of Animation 


The Programs 


All Animation & Visual Effects programs at 
Vancouver Film School focus on telling a great 
story through movement. Choose your discipline: 
3D Animation & Visual Effects, Classical 
Animation or Digital Character Animation. 


The Results 


Every year our graduates start careers at the 
world’s best production studios. You've seen 
their work in Iron Man, WALL-E, Transformers, 
Cloverfield, Horton Hears a Who, Lost, 
Family Guy and Battlestar Galactica. 






= AN IMATION Visit vfs.com/animationvfx to learn more about 
"79 & VISUAL EFFECTS our programs and to speak to an advisor. 
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¢ Career development assistance 


Real World Education 


800.226.7625 


3300 University Boulevard 
Winter Park, FL 32792 
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DIGITAL ARTS & DESIGN > FILM > GAME DEVELOPMENT > MUSIC BUSINESS > RECORDING ARTS > SHOW PRODUCTION & TOURING 


Financial aid available to those who qualify 
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Tech Reviews 


by Todd Sheridan Perry 


SplutterFish’s Brazil V.2 


ometimes it seems as if I've been working with 
tae rendering software since it was merely a 
twinkle in its creators’ eyes. The latest release of the 
solution, V2.0, has truly been a long time coming. But, 
you have to give SplutterFish credit for not releasing 
Q product before they feel it's completely ready— 
despite industry pressure to do so. The risk they take, 
however, |s potentially allowing their competition like 
VRay and mental ray fo gain a foothold in their mar- 
ket. However, with a long list of improvements and 
feature additions, | think the new release will certainly 
make up for lost time. 

The primary features that | Know I’ve been clamor- 
ing for since V1.2 has been 3D Motion Blur and Dis- 
placement, as both are extremely important for full-on 
film production. The good news is that in V2, we've 
got both, with some nice little features like particle 
blur support and camera controls to allow for adjust- 
ing the bias of where the 
blur is calculated. Displace- 
ment also comes with some 
choices between analytic 
and height field depend- 
ing on your needs between 
shallow, subtle  displace- 
ment or a faster calculation 
with heavier scenes, respec- 
tively, 

All of the performance 
improvements have kept up with the Joneses by 
adapting to 64-bit operating systems, pushing multi- 
threading even beyond the capacity of its host, 3ds 
Max, and they have redone the Quasi-Monte Carlo 
sampling core to speed up render times while avoid- 
ing telltale flickering when calculating global illumina- 
tion. 

It seems like everything in Brazil has had an over- 
haultrom textures, materials and implicit objects to 
cameras and lights—frankly, way more than | can fit 
into this review. 

It'll have to fill the gap that it left open during the 
development cycle, but | can tell you first hand: | was 
working on a scene that | was rendering with another 
engine, and was getting crippling render times. | took 
a few moments to switch over to Brazil r/s V2, changed 
the textures and my lights, and | was getting test ren- 
ders in seconds—fast enough to make tweaks and 
adjust, before hitting render. Whereas before, | was 
waiting 10 minutes for a 320 x 240 image. | can defi- 
nitely say that Brazil was invaluable. My name Is Todd 
Perry, and | support this message! 

Website: www.splutterfish.com 
Price: Workstation, $995; Rendernode, $175 (educa- 
tion and volume discounts available.) 
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Autodesk Mudbox 2009 


he useful 3D sculpting tool Mudbox was created by 

Skymatter, a software development outfit founded 
by formers artists of Weta Digital, where it was first used 
to produce the 2005 remake of King Kong. Within one 
generation, Autodesk scooped up the tool and incor- 
porated it into its ever growing family of visual effects 
tools. 

In Mudbox 2009, many performance features have 
been added along with some really nice eye candy. 
At its core, Mudbox is a 3D sculpting tool best utilized 
with the helo of a Wacom tablet. The methodology is 
similar to Photoshop in that the sculpting can be di- 
vided by layers, so that you can put wrinkles on one 
layer, skin pores on another, gunshot wounds on an- 
other, etc. This workflow is beneficial because it al- 
lows multiple artists fo work on different aspects of the 
modeling, and the progress can be merged into one 
master model. Driving all of this is a sleek set of code 
that makes the interface fly with soeed and respon- 
SIVENeSs. 

Texture-painting tools have been added so that us- 
ers can paint directly on the model, separating out to 
paint on the diffuse, soecular, bump and reflections. 
You can paint directly on the surface with the UVs 
guiding the way, or you can switch to projecting sten- 
cil images from the camera—allowing for a great deal 
of control when painting details. The painting can use 
multiple maps across. On top of this, the response Is 
blazing fast, and Mudbox completely respects the 
pressure from the Wacom tablet. 

Lighting and shading have also been addedinclud- 
ing ambient occlusion, which, if you have a powerful 
enough display card, can be shown in near real-time. 
This intuitive addition is extremely important because 
the modeler really has to see his model in lighting con- 
ditions before it gets passed down the line. 

The model can be sculpted with tens of millions of 
polies, but since that isn’t practical for an animation/ 
lighting pipeline, the detailed model results can be ex- 
ported to displacement and normal maps that can 
be applied in the shaders—giving the artists down- 
stream relief that they don't have to deal with that 
kind of dataload. 

I'm happy to see these advances even after Au- 
todesk purchased Mudbox: It shows that the team Is 
still trying to push the envelope and is enthused about 
having the big corporation behind them! 

Website: www.autodesk.com/mudbox 









Price: $745 (2009 full version); $450 (upgrade, basic); 
$375 (upgrade, Mudbox Pro) 


Toon Boom’s Animate 


Imost anyone who works in animation these days 

knows that Toon Boom has become the industry 
standard when it comes to paperless 2D animation 
(or paper to paperless 2D animation!). The Montreal- 
based company's current products, Storyboard Pro 
and Digital Pro, are used in productions ranging from 
small boutique houses to large production facilities. 
While Digital Pro sets the foundation for production, 
Toon Boom understands that in order to have future 
productions, there must be a harvest of new talent. 
This is what the shop's newest product, Animate, was 
meant to fulfil—and it does so in two different ways. 

Animate uses all the technology within the other 
products—vector-based line work, 3D multi-planes, 
16-bit color output, inverse kinematic hierarchies for 
segmented characters—eally a list that goes on and 
on, and couldn't even hope to fit into the scope of this 
article. But you can be confident that everything is 
there for your animation needs, as well as many things 
that you hadn't even considered. So, the technology 
is there, but strioped of the tools that might be a little 
more animation-studio-centric. Animate focuses on 
the nuts and bolts of animation. 

So why Is this a benefit and why shouldn't you just 
opt for Digital Pro? Cost is one consideration. But the 
truth is that the .. ee 
professional ani- ° 
mator wants fo 
animate. They | 
want to be able - 
fo ramp up on 
the tools quickly, 
and dive right in 
to creativity. Fur- 
thermore, animation schools need to be able to bring 
their students up to soeed quickly and effectively so 
that focus can be refined to animation techniques 
and theory rather than “how-to-import-a-drawing.” 

Animate provides a familiar environment that fits 
in well with the Adobe tool mindset, so for artists fa- 
miliar with Photoshop and Flash, there isn't much of a 
jump. Pros who have worked in the Digital Pro pipeline 
will also be familiar. However, catering to individuals 
and students does not denigrate the capability of the 
product in the least. It simply “propels the animation” 
just as the tool's marketing material says it does! 

To further Toon Boom’s dedication to fostering new 
talent, they have generated online teaching aides 
and curriculum suggestions for animation institutions. 
Website: www.toonboom.com/products/animate 
Price: $699.99; $399.99 (crossgrade from TBS) & 
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LEGAL NOTICE 


lf you directed a motion picture or other work that was not 
covered by a DGA collective bargaining agreement, you may 
have a claim in a court-approved class action settlement. 


A court-approved settlement of a class action lawsuit affects you if you 
ever directed a motion picture, television program, or certain other audio- 
visual work that was not covered by a Directors Guild of America, Inc. 
("DGA") collective bargaining agreement at the time it was produced, 
and it was aired in certain foreign countries. If you qualify, you may 
request a payment. 


On September 10, 2008, the Superior Court of the County of Los 
Angeles, California approved a class action settlement in William Webb 
v. Directors Guild of America, Inc., Case No. BC 352621, and authorized 
this notice. 


WHAT’S THIS ABOUT? 

The lawsuit arose as a result of the collection and distribution to directors 
of levies on blank DVDs and tapes in several foreign nations. Various 
countries have adopted laws imposing these levies, which are designed 
to provide compensation to rights holders, including directors of motion 
pictures and other works. The lawsuit claimed that DGA has failed to 
properly distribute foreign levies to non-DGA members. DGA denies all 
allegations and has asserted many defenses. The settlement is not an 
admission of wrongdoing or an indication that any law was violated. 


WHO’S INCLUDED? 

You are a Class Member and could get benefits if you are a director who 
satisfies all of the following three criteria: (1) the motion picture or other 
work you directed was not covered by any DGA collective bargaining 
agreement at the time it was produced; (2) DGA has received, on your 
behalf, levies imposed on your work by foreign jurisdictions; and (3) you 
were not a DGA member at the time DGA first received foreign levies 
on your behalf. Excluded from the class are directors, officers, and 
members of DGA. 


WHAT DOES THE SETTLEMENT PROVIDE? 

DGA will publish on its website a list of non-DGA member directors to 
whom at least $25 of foreign levies have been assigned, but not yet 
paid. This list of non-DGA member directors will be available within three 
months. If a user clicks on a name, the titles assigned to that director will 
appear, and the user will be provided with information to contact DGA for 
further information about how to receive payment. If anon-DGA member 
is not listed, but contacts DGA to request payment of foreign levies, DGA 
will timely fulfill the request if at least $10 of foreign levies have accrued 
for that individual. 


DGA's website also will include a function that permits non-member 
directors to register information regarding their works that fit the “Class 
Member" criteria. This information shall be used for informational 
purposes only, but may help determine whether payments are due. 
Class counsel encourages directors to register their information as soon 
as the registration site becomes active, which will occur within three 
months, so that these and future foreign levies may be paid to you. 


DGA will also engage an accounting firm to conduct an annual review of 
its foreign levy program. The results of these reviews will be posted on 
DGA's website. 


HOW TO GET MORE INFORMATION 

If you are a member of the Class and are eligible to receive payment, 
there are two ways to proceed. First, you may visit www.dga.org/ 
foreignievies.php to see if you are listed as a non-member director to 
whom at least $25 of foreign levies are owed. If so, simply click on your 
name to obtain information about how to request payment. Second, you 
may contact DGA’s Foreign Levies Department by phone at 310-289- 
5328 or email at foreignlevies@dga.org. DGA will timely fulfill requests 
for payment if at least $10 of foreign levies have accrued for you. 


www.dga.org 
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Position open for a full-time, tenure-track faculty member 
in the Digital Arts program of Chapman's nationally rec- 
ole ]aly4=1e mBlole(e[-m Ore) |(=1e[-me)in nl aame|sleMVA(ore lle Naim elsre|lalallale 
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to provide leadership in the develooment of the B.F.A. in 
Digital Arts, which has 75 majors in the second year of a 
four-year program build out. The successful candidate will 
have an advanced degree and/or significant professional 
> (Ole) (=1aOo me AM Amik =10) 110) ame] ale fm ©)Kele|Uleil(o)ame)mmelallaalelioxe. 
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along with teaching experience with a background in art 
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field. Desirable related fields/areas are experience in mo- 
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Interested parties should submit a letter of interest, 
Curriculum Vitae, and three letters of reference to 
Digital Arts Search Committee 

c/o Alana Fritsch 

Dodge College of Film and Media Arts 
Chapman University 

One University Drive, Orange, CA 92866 

See an expanded version of this opportunity at: 


http://web.chapman.edu/jobs/job.aspx?id=333 


CENTER FOR DIGITAL IMAGING ARTS AT BOSTON UNIVERSIT 





WALTHAM, MA | WASHINGTON, DC 


Intensive full- and part-time programs for 
the skills and tools you need to turn your 
ideas into reality. Financial assistance 

and career services available. Apply today! 


800-808-CDIA INFO@CDIABU.COM WWW.CDIABU.COM 
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Shaping a New 
Generation of Artists 


Classic stop-motion traditions thrive at CalArts’ 
Experimental Animation Program. 


Burton's The Nightmare Before 

Christmas screens in theaters, and 
moviegoers understand the enduring 
appeal of stop-motion animation once 
again. Disney’s perennial release of this 
15-year-old classic also reminds us of 
the influence of the animation curricu- 
lum at the California Institute of the Arts, 
where Burton and Nightmare director 
Henry Selick got their degrees. CalArts 
has rightly been celebrated for its role in 
educating CG innovators like Pixar's 
John Lasseter and Brad Bird, but it’s also 
a school where stop-motion continues 
to thrive. 

As a key part of CalArts’ Ex- 
perimental Animation Program, 
stop-motion classes are taken 
by both BFA and MFA students. 
They gather in a hangar-like 
structure on the school’s north- 
ern L.A. County campus—a 
space crammed with sketches, 
ouppet-parts and posters for 
Burton’s Corpse Bride and 
Aardman Animations’ Chicken 
Run. “CalArts stands out in its 
commitment to stop-motion,” 
observes Laura Heit, who co- 
directs the program ie 
with Paul Vester. i 
“We're the only one,” iim 
she remarks. “Rhode 
Island [School of De- § 
sign] has a little stop- 
motion, but it’s just for 
BFA students. The Art | 
Institute has one class | 
and SCAD has a Cou- 
ple. We're trying to § 
keep up with the de- 
mand. Perhaps be- § 
cause of Corpse Bride @ 
and Aardman’s films, Bs 
interest has really fa 


- very year, around Halloween, Tim 


Previous Page | Contents | Zoom in | Zoom out 





by Ellen Wolff 


grown. People think, ‘You actually can 
do this stuff.’” 

Heit, who’s been at CalArts for three 
years, both teaches stop-motion classes 
and mentors MFA students. “We typi- 
cally accept 10 to 14 BFAs and 14 to 16 
MFAs,” she explains. “We have classes 
in beginning, intermediate and ad- 
vanced stop-motion, in lighting and 
camera, and an alternative technique 
class focusing on experimentation. Stu- 
dents don’t have a lot of time to experi- 
ment in stop-motion because they 
spend so much time building puppets 
and sets, and then end up having a 


Danielle Ash’s student project, 
Pickles for Nickles 
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Nicole Emmons’ Echoes 


week left for ani- 
mation! So we try 
to push experimen- 
tation—playing 
with time, shadows 
and light, and long 
exposures. | make 
them shoot with 
handheld cameras 
so they don’t see 
movements — until 
later—like shooting 
film. Students to- 
day don’t have 
that experience, so 
this makes them 
think differently 
and push everything 
but the puppet.” 

At the same time, CalArts’ use of dig- 
ital tools like Adobe After Effects and 
Stop-Motion Pro do make this tradition- 
ally time-intensive art form more acces- 
sible, Heit observes. “It’s generally easy 
to start over, and it doesn’t cost any- 
thing to throw something away. You just 
need a laptop and a cam- 
era.” Today's flexibility can 
be seen in the variety of 
works-in-progress by Heit’s 
MFA students: Dillon Markey’s 
thesis film mixes stop-motion, 
pixellization and CG, while 
Jesse Gregg has built an intri- 
cate village that would make 
the Brothers Grimm smile. Ni- 
cole Emmons is photograph- 
ing her elaborate forest set 
with a huge motion control 








Laura Heit 


continued on page 70 


Henry Selick’s latest stop-motion feature, 


Coraline, will be released in February. 
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Animation Supls at Discount 
© Everything for the Professional & Amateur —— 
© Wholesale Prices /Most Orders Shipped the Same Day AnimationSupplies.com 

YER > 


School PO's Accepted 
Teacher Workshops 


PUNGHED ANIMATION PAPER $10, 


‘Lesson Plans ‘Lightboxes ‘Animation Kits 
"Round Pegbars ‘Software «Starter Kits 

‘Acme Pegbars ‘ProDiscs ‘Header Strips 
‘Hole Punches ‘Pencils *Pencil Testers 











Lightioot Ltd, inc. 











oman | (951)6 93-5165 
o"GEL-VINYL PAINTS (951)693-5166 fax ho 
\, aud Acrylic Animation Discs *Free Quotes for Schools FREE Pe. AVAILABLE 


(] ys LARGEST SELECTION OF ANIMATION 
i 


Say n. BOND & ACETATE ANYWHERE! Www. L| htfootLtd.com setae, Me Ed.com ¥ 
310/838-8467 * 800/523-3665 FAx 310/838-2531 www.CartoonSupplies.com an aa 


9024 Lindblade Street, Culver City, CA 9OZ5Z 


WwwW.AnimationSupplies.com journeyed 








ANIMATION Previous Page | Contents | Zoomin | Zoom out | Front Cover | Search Issue | Next Page (CI Meess 





SN 


WWW.ANIMATIONMAGAZINE.NET © Pe PO RTU N IT | ES 


© DECe08/JAN*09 


Previous Page | Contents | Zoom in | Zoom out | Front Cover | Search Issue | Next Page ies 


continued from page 68 


rig, while John Joyce is animating his 
film in his bedroom at home. 

A willingness fo experiment has been 
central fo this program since its found- 
ing in 1970 by the late Fantasia anima- 
tor Jules Engel. “Jules supervised the 
program for years,” recalls Henry Selick, 
who credits Engel for introducing him to 
“weird” international animation. “He 
called us ‘talents,’ not students. He was 
like a doctor prescribing the visual mea- 
icine that his patients needed.” After 
Selick earned his CalArts MFA in 1977, 
he created award-winning stop-motion 
for MTV before tackling Nightmare and 
James and the Giant Peach. Fittingly, 
for his latest stop-motion film Coraline, 
Selick had several CalArts alumni on his 
LAIKA studio set in Portland, Oregon. “A 
third of the crew were young people 
who had taken up stop-motion in re- 
cent years. Clearly, people are learning 
great skills.” 

“I’m gratified that there are plenty of 
young people taking this up,” Selick 
says. “| have hope they'll build on what 
we've done and bring their own sensi- 
bilities. On television in particular there Is 
more experimental stuff and a lot more 
risk taking, with things like [adult swim].” 

Not surprisingly, TV animation shops 
were cited as places of opportunity by 
the MFA students that will soon be look- 
ing for jobs. Dillon Markey notes that 
several Los Angeles studios regularly 
helo CalArts students. “The Chiodo 
Brothers have been willing to make top- 
notch armatures for us at student prices. 
And we've gone there for classes.” 

Laura Heit, whose resume includes di- 
recting animation for London's Slinky 
Pictures and L.A.’s Duck Studios, thinks 
that CalArts’ Experimental Program pre- 
pares its graduates fairly broadly. 
“They're working on skills that could get 
them hired as animators within a studio 
system. But students going through this 
program either have a more artistic in- 
tention or they'll want to work in smaller 
companies where they can be more 
involved in the creation of the final 
oroduct. At the smaller stop-motion 
companies, they do get to do a little of 
everything.” 

“It’s still a very difficult, challenging 
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CalArts’ Experimental Program 
(exo bie |/d—Yoa fo) Leos student 


Jesse Gregg ormhis project. 
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her short, Echoes. 








“Stop motion is still a very difficult, challenging way to do ani- 
mation. You put in a lot of hours for a few seconds. But you al- 
most giggle when you bring something fo life; when you can 
get something to act and have a sense of weight and scale.” 


—Coraline director and CalArts alumnus Henry Selick 


way to do animation,” Selick cautions. CalArts student Dillon Markey 
“You put in a lot of hours for a few sec- faces off with one of the 

onds. But you almost giggle when you characters from his thesis project. 
bring something fo life; when you can 
get something to act and have a sense 
of weight and scale.” Selick’s optimism 
about the future of this medium has 
been fueled by what he’s seen in the 
student portfolios of recent CalArts stu- 
dents. “Their art work is more sophisti- 
cated and worldly than if was in my 
day. It was pretty astonishing fo see. 
I've gotta say | don’t think | would get 
into this school if | applied now!” 
Ellen Wolff is a Los Angeles-based jour- 
nalist who specializes in animation, vfx 
and higher education. 
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McCracken, hard at work on their brand-new TV special The Powerpuff Girls 
| f Rule! down at the Cartoon Network studios in Burbank, Calif. Be sure fo pick Up 
® The Powerpuff Girls: The Complete Series—10th Anniversary Edition DVDs Jan. 

20. And keep reading Animag for updates on McCracken’'s newest project, 
Cartooonstitute! 


yy [" honor of the Powerpuff Girls’ 10th birthday, we caught up with creator Craig 
oe) 
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2:23 p.m.: Deranged 
CalArts students 
orexerele)ale||\Vaarelomels 
hostage with pointy sticks 
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8:45 a.m.: Craig arrives at his box-away-from 
alolaalomlan=lelselelale 11:24 a.m.: As much as animators 
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3:15 p.m.: Taunting voice actors is a great way 
to relieve stress. “Do it again, but different... 
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TJ 7:02 a.m.: “Welcome to 
ll my ‘power office.’ Enjoy the 
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ANIMATION STUDIOS 
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FOR YOUR CONSIDERATION 


BEST ANIMATED SHORT 
Chris Williams 


For screening information: DisneyStudiosAward 
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“IT’S A LANDMARK IN MODERN MOVIEMAKING THAT LIFTS YOU UP ON WAVES OF HUMOR, 
HEARTBREAK AND RAVISHING ROMANCE. WANT PROOF THAT ANIMATION CAN BE 
AN ART FORM? IT'S ALL THERE IN THE GROUNDBREAKING ‘WALL®*E.*” 


ROLLING STONE - PETER TRAVERS 





FOR YOUR CONSIDERATION IN ALL CATEGORIES INCLUDING 


BEST PICTURE ano BEST ANIMATED FEATURE 


WALL-O 
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